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RULES FOR A PRINCESS 


PRINCESS’ SIZE: 

The default sizes which are presented here are just made for a better distribution and overall balance for the game. 

Still, players and GMs can decide before starting their Campaigns or Adventure, to modify a Princess Size to one which they prefer, like AMAZON 
being only LARGE or BUNNY be MEDIUM Sized. 

Bear in mind that some sizes also change the interaction with certain FEATS, such as BREATH ATTACK, so if the new size seems imbalanced, you know 
why. 


PRINCESSES’ RANK: 

All BRINGESSES are considered to be as Characters with a Competent Rank, unless specified otherwise. 

They can have unique FEATS which can be found in the NPC COMPENDIUM, such as BREATH ATTACK and VENOMOUS BITE or their own unique feats which will be 
described below their stats. Is possible to increase a Princess Rank since BRINGESSES follow the same rules for Character Creation, but only 
up to ADVANCED RANK. If a Princess is already at Advanced Rank, she can only obtain some extra feats and increase her Health and one of her 
Characteristics by 1. All the FEATS a BRINGESS already have do not count toward the number of FEATS required for a RANK ADVANCEMENT and they can 
already have FEATS from higher RANKS, but such FEATS are the only exception since all the other FEATS must follow the normal rules for being 
acquired. BRINGESSES also follow the same rules for increase their Characteristics. 


PRINCESS’ EQUIPMENT: 

When a BRINEESS is rescued she is not wearing all of her equipment described, which is usually hidden somewhere or simply it was took by 
those which imprisoned her (up to the GM to decide), while if encountered in her Reign or for similar occasion she is usually wearing all the items 
she is described with. Imprisoned BRINGESSES could be wearing different clothing, depending on her captors: for example a BRINGESS held 
captive by DRAGON CULTISTS could be wearing a ceremonial robe while one kept by BANDITS could be simply wearing some rags since they have sold 
every item she had. AGM can give some of her items to her captors, like if a BRINGESS has a special weapon, maybe her guardian is using it. 
ABRINGESS always prefers to have her stolen item back, if possible, and stealing from her would probably result in her anger or distrust towards 
the players. 

GIFTS are often kept in the BRINGESS’ Reign, but a GM could still leave one with the Captors, to be easily recovered by the Characters, as long as 
they manage to make a good impression to the BRINEESS. Stealing a GIFT most of the time reduces a BRIMEESS AFFECTION to 0 or even worst. 


CREATING YOUR OWN PRINCESS: 

This Compendium only covers a certain amount of BRINGESSES which can be used when playing a game, yet, a GM could decide to add its own 
BRINGESS. As a rule of thumb, when creating a new BRINEESS its suggested to give her relatively weak stats, since she’s supposed to be 
someone which has to be rescued and not something that can easily fight for itself. The only exception are those BRINEESSES which are 
somewhat more focused on combat, like KNIGHT or ORE. 

Same should be said about FEATS and SKILLS, but in this case its still possible to follow the same rules for Character Creation. 

A BRINGESS'’ HEALTH should always be at 2 for MEDIUM-SIZED and SMALL BRINGESSES, 3 for those Combat Focused and 4 for LARGE BRINGESSES. 
When in doubt, simply check the stats of a similar BRINEESS already present in here. 


Example: 


A GM wants to create a new PRINCESS which is supposed to be a Goblin, so he first checks the GOBLIN PRINCESS already present in this compendium. 


New GIFTS should also follow the same rule, where they should be supposed to be simply useful but not too powerful, except for the QUEST ITEMS, 
which actually require more time and effort for being recovered. 


PRINCESSES’ AND REIGN STATISTICS 


These Tables are used to quickly explain the stats of a Princess, such as her AFFECTION score, the type of Culture she and probably her subjects 
follow, the kingdom/region/zone WEALTH and so on. Most of this stuff is useful to the GM while only AFFECTION and WEALTH are important to players. 
Notice that most of the Princesses based on animals, insects and similar creatures usually have a very low wealth since they don’t really trade 
to others or don’t use coins to pay for goods. The Coins received from them can represent the fact that the Players simply sell off what they 
obtained. AGM can still decide to give different rewards instead of coins in which case such goods can have a higher or lower value, for example 
the Ants from ANT BRINGESS Hive could gift the players 1d3+1 Gemstones they dug from the mines, worthy 15 GC each. 

Notice that the term Reign is simply used to describe where the Princess rules, since not all the princesses could have access to large lands and 
cities, but most of them could simply rule over a small territory or even have their territory as part of someone else more larger land. Is up to the 
GM to decide the size but is mostly better to have small territories occupied by different BRINGESSES rather than large lands each one ruled by a 
single BRINGESS, especially by those which usually have low WEALTH. Is also important to notice that most of the time is not even the princess to 
rule at all, especially those which follow a FEUDAL SYSTEM. 


Example: 

The HUMAN PRINGESS could be located in a land which has a couple of large cities and some various small towns and villages. Still in the same territory there could 
be a zone of hills where there is located an AMT HIVE which goes deep in the underground. Also, in the northern side of her lands, there is a large forest which is 
home of some BERR BEASTFOLK. In this example you can see that in a single territory you already have access to 3 ARINEESSES, two from GEN 1 and one EXPANSION 
PRINEGESS. 


A BRINGESS can be taken from her territory and moved far away inside a different Land, which will then require some time to reach. 


Example: 
The AMAZON PRINGESS is held captive in a TOWER located in eastern lands quite away from her native jungle. When the Characters manages to rescue her, she 
demands to be returned home, but the travel would require at least two months. 


AGM can also decide to change the values of the Tables to better fit his own setting or to follow the Official One. 


Example: 
A GM prefers to use BERES as they are described in Gats’ Charts (which are actually Oriental Ogres or Oni), so he decides to change their culture from SAVAGE to 
CIVILIZED and so on. 


WEALTH 
Poor (2) 
Poor (1) 
Poor (1) 
Rich (5) 


AFFECTION | CULTURE ECONOMY MILITARY PRESENCE 


Tribal 


GOVERNMENT 
Matriarchy 


AMAeon 
ANT 
COUNTRYSIDE 
DRAGON 
DRIDER 
DWARF | 
DWARF 2 
GHOST 


Ancient Ruins, Primitive Trading Elite Skirmishers 


Hive Hive Crystal Mines Expendable Troops 


Civilized Feudal Farms, Harvest, Pastures Militia 


Dragon | Dragon Princess Treasure Hoards Dragon Cultists 


None None None 
Rich (5) 
Poor (2) 


Poor (2) 


Outcast None 


Civilized Dwarven Alcohol Exports, Mines Militia 


Civilized Dwarven Metallurgy Elite Troops 


Civilized Feudal Ancient Ruins Haunted Places 


Tribal 


Goblin 


Standard (3) 


Theft, Slavery 


Irregular Skirmishers 


GOLEM 


Ancient 


Servant 


None 


None 


None 


Wild 


Flock 


Poor (1) 


Ancient Ruins, Buried Treasures 


Skirmishers 


Civilized 


Monarchy 


Standard (3) 


Based on owned Territories 


Regular Troops 


KNIGHT 


Civilized 


Feudal 


Poor (2) 


Based on the Territory 


Elite Troops 
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Tribal 


Matriarchy 


Standard (3) 


Ancient Ruins, Primitive Trading 


Skirmishers 


eo 


Ancient 


Merfolk 


Rich (4) 


Ancient Ruins, Buried Treasures, 
Shipwrecks, Sunken Treasures 


Skirmishers 


None 


Mimic 


None (5) 


Stolen Treasures 


None 


Tribal 


Might Makes Right 


Poor (1) 


Raiding 


War Bands 


SKELETON 


Ancient 


Feudal 


Poor (2) 


Ancient Ruins, Buried Treasures 


Haunted Places 


None 


None 


Poor (1) 


Ancient Ruins, Buried Treasures 


None 


Ancient 


Tyranny 


Standard (3) 


Based on owned Territories 


Regular Troops 


AFFECTION 


CULTURE 


GOVERNMENT 


WEALTH 


ECONOMY 


MILITARY PRESENCE 


ow 


Ancient 


Theocracy 


Poor (1) 


Donations, Simple Trading 


Elite Troops 


Arcane 


Magocracy 


Rich (5) 


Arcane Items, Scrolls 


Elite Skirmishers 


Fey 


Might Makes Right 


Poor (2) 


Buried Treasures 


None 


Ancient 


Theocracy 


Standard (3) 


Contracts, Donations 


Elite Skirmishers 


CAT 


Wild 


Pack 


Poor (2) 


Simple Trading 


Skirmishers 


CENTAUR 


Ancient 


Herd 


None 


None 


Irregular Skirmishers 


Exotic 


Elven 


Standard 


Herbalism Trading 


Irregular Skirmishers 


Dragon 


Dragon Cult 


Rich (5) 


Dragon Hoard 


Dragon Cultists (3) 


DULLAHAN 


Fey 


Unseelie Court 


Standard (3) 


Ancient Ruins, Buried Treasures 


Skirmishers 


Fey 


Fey 


Standard (3) 


Buried Treasures 


Irregular Skirmishers 


Wild 


None 


Poor (1) 


None 


None 


Ancient 


None 


Rich (4) 


Ancient Ruins 


None 


MERCHANT 


Civilized 


Feudal 


Rich (5) 


Expert Trading 


Skirmishers 


Wild 


Might Makes Right 


Poor (1) 


Ancient Ruins, Raiding 


Irregular Skirmishers 


Tribal 


Might Makes Right 


Poor (1) 


Buried Treasures, Raiding 


Irregular Skirmishers 


RIRATE 


Civilized 


Pirate Law 


Standard (3) 


Buried Treasures, Raiding 


Fleet Based 


PLANT 


Wild 


None 


Poor (2) 


Harvest 


None 


Fey 


None 


None 


None 


None 


WITGH 


Magocracy 


Poor (1) 


Alchemy and Herbalism Trading 


Irregular Skirmishers 
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Zombie Master 


None 


None 


Zombie Army 


ERYSTAL 


AFFECTION 


CULTURE 


GOVERNMENT 


WEALTH 


ECONOMY 


MILITARY PRESENCE 


Ancient 


Monarchy 


Rich (5) 


Crystal Mines 


Irregular Skirmishers (1) 


Civilized 


Servant 


None 


None 


None 


Dragon 


Dragon Princess 


Poor (2) 


None 


Dragon Princess 


Civilized 


Elven 


Poor (1) 


Barter, Simple Trading 


Irregular Skirmishers (1) 


ELDRITCH 


Eldritch 


Cult 


Poor (2) 


Ancient Ruins 


Elite Skirmishers (4) 


HOLSTAUR 


Civilized 


Servant 


None 


Pastures 


Pacifists 


Arcane 


Overlord 


Poor (2) 


Barter, Theft 


Irregular Skirmishers (1) 


Arcane 


Magocracy 


Poor (1) 


Barter, Simple Trading 


Irregular Skirmishers (1) 


JESTER 


Arcane 


Feudal 


Poor (2) 


Barter, Theft 


Irregular Skirmishers (2) 


Ancient 


Theocracy 


Rich (4) 


Ancient Ruins, Trading 


Skirmishers (2) 


moTH 


Wild 


Swarm 


Poor (1) 


None 


Irregular Skirmishers (1) 


Ancient 


Technocracy 


Standard (3) 


Metallurgy, Tinkering 


Automatons (3) 


RAEEIT 


Civilized 


Monarchy 


Standard (3) 


Barter, Farming, Harvest 


Irregular Troops (1) 


Tribal 


Might Makes Right 


Standard (3) 


Barter, Trading, Raiding 


War Bands (3) 


SATIR 


Ancient 


None 


Poor (2) 


Barter, Harvest 


Irregular Skirmishers (1) 


Ancient 


Magocracy 


Rich (4) 


Ancient Ruins, Exotic Trading 


Regular Troops (3) 


Arcane 


Servant 


None 


None 


None 


TRIGLOPS 


Wild 


Shepherd 


Poor (1) 


Simple Barter 


Creatures (3) 


Ancient 


Aristocracy 


Rich (4) 


Ancient Ruins, Trading 


Elite Troops (4) 


¥ETI 
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Wild 


Nomadic 


Poor (2) 


Barter 


Creatures (3) 


BEETLE 


AFFECTION 


CULTURE 


GOVERNMENT 


WEALTH 


ECONOMY 


MILITARY PRESENCE 


Hive 


Hive 


Poor (1) 


Simple Barter 


Creatures (3) 


Tribal 


Might Makes Right 


Poor (1) 


Barter, Pillaging, Slavery 


War Bands (2) 


COEURL 


Eldritch 


Cult 


Poor (2) 


Ancient Ruins 


Cultists (1) 


Ancient 


Council 


Standard (3) 


Metallurgy, Trading 


Elite Troops (3) 


Dragon 


None 


None 


None 


Dragon Princess 


ELEPHANT 


Ancient 


Monarchy 


Rich (4) 


Exotic Trading 


Regular Troops (3) 


Eldritch 


Cult 


Standard (3) 


Ancient Ruins, Barter 


Elite Cultists (4) 


GIANT 


Tribal 


Might Makes Right 


Poor (2) 


Barter, Pastures, Pillaging 


Creatures (3) 


GHOLL 


Tribal 


Tyranny 


Poor (1) 


Pillaging, Raiding, Slavery 


Hunt Packs (2) 


HALFLING 


Civilized 


Council 


Poor (2) 


Farming, Regular Trading 


Militia (1) 


Wild 


Tyranny 


Poor (1) 


Hunt, Pillaging, Raiding 


Irregular Skirmishers (3) 


MANTIS 


None 


None 


None 


“Gold Digger” 


None 


Colony 


Myconid Colony 


Poor (1) 


Barter 


Creatures (2) 


MVSTic 


Civilized 


Theocracy 


Poor (2) 


Barter, Trading 


Irregular Skirmishers (2) 


HiGHTMARE 


Civilized 


Feudal 


Rich (4) 


Trading 


Regular Troops (3) 


Fey 


Unseelie Court 


Poor (1) 


Pillaging 


Elite Skirmishers (2) 


None 


Standard (3) 


Buried Treasures 


Creatures (2) 


Fey 


Unseelie Court 


Poor (2) 


Barter, Pillaging 


War Bands (3) 


WEREEERST 
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Civilized 


Pack 


None 


Hunt 


Creatures (3) 


AFFECTION 


CULTURE 


GOVERNMENT 


WEALTH 


ECONOMY 


MILITARY PRESENCE 


o 


Dragon 


Dragon Diva 


Rich (4) 


Dragon Hoard, Offerings 


Dragon Cult (3) 


Ancient 


None 


Standard (3) 


Ancient Ruins 


Irregular Skirmishers (2) 


Civilized 


Council 


Standard (3) 


Alchemy, Trading 


Militia (1) 


GOLIATH 


Tribal 


Might Makes Right 


Poor (2) 


Barter 


Irregular Skirmishers (3) 


Civilized 


Feudal 


Standard (3) 


Based on owned Territories 


Regular Troops (4) 


Cult 


Tyranny 


Standard (3) 


Based on owned Territories 


Elite Troops (4) 


Ancient 


None 


Standard (3) 


Sunken Treasures 


Creatures (1) 


Eldritch 


Cult 


Standard (3) 


Ancient Ruins, Buried Treasures 


Cultists (3) 


Ancient 


Matriarchy 


Rich (4) 


Ancient Ruins, Buried Treasures 


Skirmishers (3) 


Fey 


Fey 


Standard (3) 


Buried Treasures, Theft 


Irregular Skirmishers (1) 


OCTOMERMAID 


Ancient 


Merfolk 


Rich (4) 


Sunken Treasures 


Irregular Skirmishers (3) 


Fey 


None 


None 


None 


None 


Matriarchy 


Poor (1) 


Pillaging, Theft 


Irregular Skirmishers (2) 


=@/|]/)8R)>P2/N/N)/]/N/)/0O0/2/N)] 0) = 


Fey 


Fey 


None 


None 


Creatures (2) 


AFFECTION 


CULTURE 


GOVERNMENT 


WEALTH 


ECONOMY 


MILITARY PRESENCE 


N 


Wild 


None 


Poor (1) 


Barter 


Elite Skirmishers (4) 


Hive 


Hive 


Standard (3) 


Honey Barter 


Skirmishers (3) 


Civilized 


None 


None (3) 


Buried Treasure 


None 


Civilized 


Elven 


Poor (2) 


Trading 


Regular Troops (2) 


Cult 


Tyranny 


Standard (3) 


Pillaging, Raiding, Slavery 


Elite Troops (4) 


Ancient 


Matriarchy 


Standard (3) 


Pillaging, Slavery, Trading 


Elite Skirmishers (4) 


Ancient 


Duergar 


Rich (5) 


Metallurgy, Pillaging, Slavery, Trading 


Elite Troops (3) 


Civilized 


Tyranny 


Rich (4) 


Slavery, Trading 


Regular Troops (4) 


GATOR 


Wild 


None 


Poor (1) 


Barter 


Skirmishers (2) 


GOAT 


Wild 


Herd 


Poor (1) 


Barter, Pastures 


Irregular Skirmishers (1) 


Wild 


Colony 


Poor (1) 


Barter 


Irregular Skirmishers (1) 


Ancient 


Theocracy 


Standard (3) 


Ancient Ruins, Slavery 


Skirmishers (3) 


LILLEND 


Ancient 


Theocracy 


Poor (2) 


Barter 


Elite Skirmishers (3) 


MIngTAUR 


Tribal 


Council 


Standard (3) 


Mercenaries, Pillaging 


Elite Skirmishers (3) 


Ancient 


Magocracy 


Rich (4) 


Ancient Ruins, Buried Treasures 


Regular Troops (3) 


Civilized 


None 


None 


None 


None 


OTTER 


Wild 


None 


Poor (1) 


Barter, Fishing 


Irregular Skirmishers (1) 


Hive 


Hive 


Standard (3) 


Barter, Mines, Pillaging 


Skirmishers (3) 


Wild 


None 


Poor (2) 


Sunken Treasuries 


Irregular Skirmishers (2) 


Ancient 


Matriarchy 


Standard (3) 


Ancient Ruins, Pillaging 


Irregular Skirmishers (2) 


ST¥GIRN 


Stygian 


Cult 


Rich (5) 


Outerworld Treasures 


Elite Cultists (4) 
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Tribal 


Monarchy 


Rich (4) 


Barter, Buried Treasures 


Skirmishers (1) 


AMAZON (Giant, Advanced) 


HEALTH Attack Type 
ATTACK SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 MOVE. 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS Exotic Appearance, Scars 


FEATS: Athletic, Brawler, Huge, Improved Initiative, Power Attack, Savage, Survivalist, Tough Skin, Track, Unbound, Weapon Proficiency 
(Pole-arms), Unbound 

SKILLS: Climb +4, Hide +2, Intimidate +4, Jump +4, Knowledge (Common) +2, Listen +2, Sneak +2, Spot +2, Survival (Jungle) +3, Swim +3, 
Tracking +3 

EQUIPMENT: Tribal Clothes, Tribal Trinkets 


ANT (Insect, Competent) 


HEALTH Attack Type | 
ATTACK CLAW SLASHING | 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS None 


FEATS: Future Queen, Insect, Survivalist, Unbound, Wild 
SKILLS: Climb +2, Hide +1, Listen +1, Sneak +1, Spot +1, Survival (Underground) +2 


FUTURE QUEEN: 
ANT PRINGESS differs from her regular kin since she will eventually become the new ANTQUEEN, which also means that her LIFESPAN is way more 
longer than regular INSECTS. 


COUNTRYSIDE PRINCESS (Human) 


It is told that the so called Countryside Princess is part of a once important and Noble Family in ancient times, but due to unfortunate events they lost almost all 
their properties, riches, and relevance to the royal court, becoming mere land owners. Her family was one of many vassals of an old king who lost a great war 
against his rival and was forced to abdicate in favor of his opponent, who became the new ruler of the lands and was the Great Grandfather of the actual Human 
King. The new king then stripped his rival's vassals of almost their riches and belongings, leaving only small portions of land to farm and a lot of future taxes to pay. 
While most of the other vassals left the realm or simply vanished, the last of such families is the Countryside Princess’ , who is determined to find one of her 
family's old heraldry to use as proof of their noble lineage and raise the name of her family once more. 


Used to work hard and taking care of the many aspects of a rural life, she is usually described as a practical woman which 
prefers honest work rather than wasting time as many other nobles do. Her fertile land produces a good amount of crops and 
bread which is sent to feed the other regions under the Human King's rule and feed his soldiers during war, but it's also known 
for the troubles caused by Bandits, Brigands, and other creatures which lurk in the forests. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SMALL KNIFE +1 - 1 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Blue Blood, Civilized, First Aid, Herbalist, Scholar 


SKILLS: Bargain +2, Knowledge (Common) +3, Knowledge (Healer) +2, Knowledge (Herbalist) +2, Knowledge (Nobility) +1, Persuade +1, 
Search +2, Sense Motive +2 
EQUIPMENT: Coin Pouch, Farmer's Robe 


DRIDER (Insect, Competent) 


HEALTH Attack Type 
ATTACK CLAW SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 ARMOR P. MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Well Mannered 


FEATS: Darkvision, Insect, Large, Quick, Spider Legs, Survivalist, Tough Skin, Unbound, Venomous Bite, Wild 
SKILLS: Climb +1, Hide +2, Knowledge (Common) +1, Listen +2, Spot +2, Survival (Underground) +2 


DWARF 1 (Dwarf, Competent) 


HEALTH Attack Type 
ATTACK BATTLE AXE SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Heavy), Civilized, Lawful, Noble, Seeker, Small, Strong Back 
SKILLS: Bargain +3, Knowledge (Common) +3, Knowledge (Law) +4, Knowledge (Nobility) +3, Listen +3, Search +3, Sense Motive +3 
EQUIPMENT: Steel Light Armor 


DWARF 2 (Dwarf, Competent) 


HEALTH Attack 
ATTACK BATTLE AXE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +1 BLOCK / DODGE +2/+1 | | ARMOR P. 2 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Feminine Beard 


FEATS: Armor Proficiency (Heavy), Civilized, Combat Proficiency, Lawful, Noble, Seeker, Shield Proficiency, Small, Strong Back 

SKILLS: Bargain +2, Climb +3, Intimidate +3, Knowledge (Common) +2, Knowledge (Law) +3, Knowledge (Military) +2, Knowledge (Nobility) 
+3, Listen +2, Search +1, Spot +2 

EQUIPMENT: Steel Light Armor, Small Shield 


GHOST (Undead) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS Quiet, Well Mannered 


FEATS: Civilized, Fallen Noble, Ethereal, Scholar, Undead 
SKILLS: Knowledge (Common) +3, Knowledge (History) +3, Knowledge (Nobility) +3, Listen +2, Spot +2 
EQUIPMENT: Ghastly Gown 


GOBLIN (Goblin, Competent) 


HEALTH Attack Type 
ATTACK DAGGER PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Busty 


FEATS: Civilized, Corrupted, Darkvision, Quick, Small, Unbound 
SKILLS: Bluff +2, Hide +2, Sneak +2, Survival (Caves) +3 
EQUIPMENT: Skimpy Clothing 


GOLEM (Construct, Competent) 


HEALTH Attack Type 
ATTACK SLAM CRUSHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 20 INIT. | +1 BLOCK / DODGE +3/+1 | | ARMOR P. 5 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS None 


FEATS: Arcane Reserve, Armor Proficiency (Medium), Civilized, Construct, Darkvision, lron Plate, Unbound 
SKILLS: Climb +3, Library Use +3, Listen +1, Search +2, Spot +2 


HARPY (Mythological, Competent) 


HEALTH Attack Type 
ATTACK CLAW SHREDDING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 


ALIGNMENT | GOOD MORALITY PURE TRAITS Soft Feathers 


FEATS: Fly, Harpy, Large, Unbound, Wild 
SKILLS: Listen +1, Search +1, Spot +1 


UMAN (Human) 


HEALTH Attack Type 
ATTACK STILETTO PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 


ALIGNMENT | GOOD MORALITY | NEUTRAL TRAITS Busty, Thicc, Well Mannered 


FEATS: Civilized, Cooking, Noble 


SKILLS: Cook (Meat) +3, Knowledge (Common) +2, Knowledge (Nobility) +3, Persuade +2, Perform (Singing) +2 
EQUIPMENT: Royal Gown 


KNIGHT (Human, Advanced) 


HEALTH Attack Type 
ATTACK LONG SWORD SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 2 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Small Scar, Well Mannered 


FEATS: Armor Proficiency (Medium), Blue Blood, Civilized, Combat Awareness, Lawful, Ride (Horse), Weapon Proficiency (Two-handed) 
SKILLS: Climb +3, Intimidate +4, Jump +3, Knowledge (Common) +3, Knowledge (Law) +3, Knowledge (Military) +3, Knowledge (Nobility) 
+3, Sense Motive +3, Swim +3 

EQUIPMENT: Steel Light Armor 


KOBOLD (Kobold, Competent) 


HEALTH Attack Type 
ATTACK KNIFE SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Blue Blood, Defensive Awareness, Savage, Small, Unbound 
SKILLS: Climb +2, Knowledge (Common) +2, Search +2, Survival (Jungle) +2 
EQUIPMENT: Primitive Trinkets 


MERMAID (Merfolk, Competent) 

As all the other Merfolks, the Mermaid Princess is quite curious about new things, but also quite shy, until she manages to know better others, where at such point 
she becomes very playful and kind. While all those of her same species are unable to talk, they use something similar to a song to communicate, much similar to 
how dolphins and whales do. 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 ARMOR P. 


ALIGNMENT | GOOD MORALITY PURE TRAITS Playful 


FEATS: Breath Underwater, Civilized, Noble, Performer, Resistance to Cold (1), Swimming Speed (5) 
SKILLS: Hide +2, Knowledge (Common) +2, Knowledge (Nobility) +3, Listen +3, Perform (Sing) +4, Search +2 


Notice that Mermaid Princess requires water to breathe, so moving her around can become quite complicated 


MIMIC (Shapeshifter) 

As other MIMICS, the MIME ARINGESS doesn’t have a real comprehension of her surroundings nor can’t determine which is good or evil. Mimics only care to devour 
living creatures and that’s what they do best. Even so, the MMIMIE PRINGESS can be “tamed” by just slaying her GOWN MIMIC which is actually a MIMIC DEVOURER, and feed 
her a daily amount of meat. In the end she will probably become used to the presence of her source of food and maybe be tolerant to the Knight which feeds her, to 
the point that she could even not try to bite his face off, but maybe playfully nibble him a little. Same thing could not apply to his Companions and Servants, so be 
careful. 


HEALTH Damage Type 
ATTACK 1 SHREDDING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INT. | +3 BLOCK / DODGE -/+2 ARMOR P. 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Feral 


FEATS: Arcane Reserve, Critical Hit (Bite), Darkvision, Improved Initiative, Mimic, Mimic Princess, Unbound 
SKILLS: Listen +2, Spot +2 


MIMIC PRINCESS: 

AMIMIG BRINGESS is composed by two creatures: the upper part and the fake gown part. 

The upper part is able to reproduce, generating another fake GOWN MIMIC which simply uses to protect herself or to just generate a new MIMIC which 
will be then left on his own. 

As long as the MIMIE PRINGESS is attached to her fake gown, she will only try to eat every creature she finds, so in order to actually rescue her a 
Knight must first put down the FAKE GOWN, which has the same stats of a MIMIC DEVOURER. 

Even so, the Princess can be “tamed” by feeding her with mostly meat, but she has no real grasp of love, affection or any other morality since 
she will just stay calm as long as she is fed, and could even accept signs of affections from others or even more, like a caress or a hug, without 
really understanding the meaning. 

If hungry she will lurk for food or will try to bite everything it moves. 

AMIMIG BRINGESS is immune to Spells with the [MIND] Descriptor and can't talk, but she can understand the common language. 

AMIMIG PRINGESS can’t increase her CAREER RANK and can only increase her stats except for MIND and WILL and can only learn COMBAT AWARENESS, 
DEFENSIVE AWARENESS and TOUGH SKIN. 


DRE (Orc, Advanced) 


HEALTH Attack Type 
ATTACK FELL BLADE SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Battle Scars 


FEATS: Brawler, Combat Awareness, Critical Hit (Fell blade), Quick, Rage, Savage, Tough Skin, Unbound 
SKILLS: Climb +4, Intimidate +3, Knowledge (Common) +2, Listen +1, Spot +1, Survival (Mountains) +3 
EQUIPMENT: Tribal Clothing 


SKELETON (Undead, Competent) 


HEALTH Attack Type 
ATTACK RUSTY STILETTO PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Well Mannered 


FEATS: Civilized, Darkvision, Noble, Skeleton, Undead 
SKILLS: Knowledge (Common) +2, Knowledge (Nobility) +3, Listen +1, Persuade +2, Sense Motive +1, Spot +1 
EQUIPMENT: Tattered Gown 


SLIME (Slime, Competent) 

No one knows how the SUME BRINGESS managed to obtain her intelligence or when she was born. Even so, she has a very simplistic or childish behavior, where 
she just wanders around without a real purposes, but she also shows a noticeable curiosity on everything new to her. 

Interesting enough, other SLIMES seems to become friendlier in her presence or just neutral while others are simply attracted by her presence and will lurk in the 
same zone she is, making the swamp lands where she lives a strange but dangerous place for the unaware explorers. 


HEALTH | 4 Attack Mod | Crit | Damage Type 
ATTACK 1 PSEUDOPODE +1 - 1 ACID 
BODY 2 

1 

1 

2 


AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +4 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Darkvision, Slime, Unbound 
SKILLS: Listen +1, Search +1, Spot +1 


SUCCUBUS (Demon, Competent) 


HEALTH Attack Type 
ATTACK ARCANE STILETTO ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 27 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Exotic Appearance 


FEATS: Arcane Reserve, Blue Blood, Civilized, Corrupted, Darkvision, Magic User, Performer 

SKILLS: Bluff +3, Knowledge (Arcane) +3, Listen +3, Perform (Exotic Dance) +4, Persuade +3, Search +3, Sense Motive +2, Sneak +2 
EQUIPMENT: Exotic Clothes 

SPELLS: Dancing Quill (1), Detect the Arcane (2), Ephemeral Manipulation (1), Floating Light (4) 


ANGEL (Angel, Competent) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | GOOD MORALITY PURE TRAITS Warm Voice 


FEATS: Act of Faith, Benediction, Blue Blood, Civilized, Clerical Inspiration, Defensive Awareness, Fly 
SKILLS: Knowledge (Common) +3, Knowledge (Nobility) +4, Knowledge (Religion) +4, Listen +2, Persuade +3, Sense Motive +3, Spot +1 
EQUIPMENT: Celestial Clothing 


ARCANE (Elemental, Advanced) 


HEALTH Attack Type 
ATTACK SPELL VARIABLE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 39 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS None 


FEATS: Apprentice Spellcaster (Arcane), Arcane Awareness, Arcane Reserve, Arcane Training, Civilized, Elemental, Elemental Spawn, 
Levitate, Resistance to Arcane (1), Unbound 

SKILLS: Knowledge (Arcane) +5, Knowledge (Common) +3, Knowledge (Myths and Legends) +3, Library Use +3, Listen +2, Search +3 
SPELLS: Accelerate (6), Arcane Bolt (3), Arcane Push (5), Detect the Arcane (1), Ephemeral Manipulation (1), Floating Light (3) 


ELEMENTAL SPAWN: 

ELEMENTAL SPAWNS are mostly made of pure arcane energies, which often suffer from wearing Clothing and Armors. 

As long as the Character is wearing nothing more heavier than simple CLOTHES or a LIGHT GLADIATORIAL ARMOR, it increases its MP by 12. 

Wearing heavier Clothes and any other type of ARMOR, will reduce the Character’s MP to % (Rounded Down) instead. MEDIUM and HEAVY GLADIATORIAL 
ARMORS don’t increase or reduce the Character’s MP. 


ARMOR (Construct, Advanced) 

ARMOR PRINGESS was once just a regular HEAVY ARMOR worn by the BULLAHAN PRINGESS, but the continuous exposition to violence, blood and hatred generated from 
battling demons, started to imbue her to the point where she become sentient. When the UNSEELIE war with the DEMONS ended and BULLAKRAM returned to her own 
affairs, her ARMOUR grow more and more bored. Missing the old battlefields and only thinking of performing gratuitous carnage, the ARIMGR PRINGESS was finally 
awake and simply decided to walk away from the UNSEELIECOURTto the MORTAL REALMS, where she was just looking for battles to fight and things to murder. While having a 
simplistic mind, she can go from calm to extremely violent in no time, especially in presence of DEMONS which she just want to rip apart. While she often speak with 
archaic terms, is hard to understand where her voice come, since an accurate inspection of her inside, will simply show a regular armor made of a strange material. 
She has difficulties to get the difference between DEMONS and DEVILS, but she doesn’t really care. She also find small and fluffy creatures extremely stupid but funny to 
watch or pet even she has some difficulties in regulating her strength. A thing that sometimes she does is to keep a helmet on (which is not part of her) and remove 
it in front of living creatures just to scare them, which is probably a thing she has inherited from her former owner. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK GAUNTLETS +2/+2 | 5+ 1 CRUSHING 
BODY 

AGILITY GAUNTLET CRUSHING 
MIND 
WILL 


MAGIC POINTS | 18 INIT. | +4 BLOCK / DODGE +3/+1 | | ARMOR P. 6 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS lrascible 


FEATS: Ambidexterity, Arcane Reserve, Armor Proficiency (Heavy), Brawler, Construct, Critical Hit (Gauntlet), Evildoer, Iron Plate, 
Mnemonic Echo, Slayer (Demons), Unarmed Combat, Unbound 
SKILLS: Climb +4, Knowledge (Common) +1, Knowledge (Military) +1, Intimidate +3, Jump +4, Listen +2, Survival (Fey World) +2 


EVILDOER: 

ARMOR PRINGESS will only follow EVIL Knights and will ignore NEUTRAL Knights unless they want to fight DEMONS somewhere or can promise her many 
fights. If rescued by G00D Knights she will probably attack them as reward, since she thinks that’s funny. 

Still she could follow G00D Knights if they are going to fight DEMONS but will still remain by her own and try to punch those which bother her. 


MNEMONIC ECHO: 

ARMOR PRINGESS can't learn new FEATS or FEATS, except for COMBAT FEATS or FEATS which the Knight she is following also knows. 

She will only bound herself to a single Knight, and if such knight is Slain, she will forget all the FEATS and FEATS she had learned so far. 
ARMOR PRINGESS can only increase her ATTACK and WILL, or improve her ARMOR following the same rules of the AWAKENED MANNEQUIN. 

She can still learn the SMITE (G00D) FEAT. 

She will not use WEAPONS or SHIELDS and she will always prefer to fight with her bare hands. 


ASSASSIN (Human, Advanced) 


HEALTH Attack Type 
ATTACK STEEL CURVED DAGGER SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 0 MOVE. 


ALIGNMENT EVIL MORALITY PURE TRAITS Exotic Appearance 


FEATS: Agile, Athletic, Backstab, Civilized, Criminal, Defensive Awareness, Improved Initiative, Plebeian, Quick 
SKILLS: Bluff +3, Climb +4, Hide +4, Intimidate +3, Jump +4, Knowledge (Common) +2, Knowledge (Nobility) +2, Sneak +4, Spot +4 
EQUIPMENT: Hashashin Clothing, Steel Curved Dagger 


AT (Beastfolk, Competent) 
The CATFOLK are quite renown for their trading expertise and their thievery skills, also thanks to their soft paws which allows them to move quite silently. While their 
eastern kin seems to be more related to enchantment and magic, the more common CATFOLK seems to not be very interested into it, with some obvious exceptions. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK CLAW +1 - 1 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Agile, Athletic, Civilized, Corrupted, Darkvision, Lock-picking, Natural Weapon (Claws), Plebeian, Soft Paws 
SKILLS: Bargain +2, Bluff +2, Climb +2, Jump +2, Lock-picking +2, Sneak +2 
EQUIPMENT: Simple Clothing, Thieves Tools 


SOFT PAWS: 
The Creature can Re-roll a result of 1 when Sneaking, as long as is not wearing any footwear. 


CENTAUR (Mythological, Advanced) 


HEALTH Attack Type 
ATTACK BOW IMPALING 

BODY 
AGILITY BLUDGEONING 


MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS None 


FEATS: Civilized, Large, Precise Shot, Pure, Quick, Scholar, Weapon Proficiency (Ranged), Unbound 
SKILLS: Jump +3, Knowledge (Common) +4, Knowledge (History) +4, Knowledge (Legends) +4, Listen +2, Spot +1 
EQUIPMENT: Quiver with 10 Arrows, Simple Clothing 


DAWN ELF (Elf, Competent) 


HEALTH Attack Type 
ATTACK DAGGER SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | GOOD MORALITY | NEUTRAL TRAITS Good Vibes 


FEATS: Athletic, Improved Initiative, Noble, Quick, Survivalist, Wild 
SKILLS: Climb +2, Knowledge (Common) +2, Knowledge (Nobility) +3, Listen +2, Survival (Forest) +3, Swim +2 
EQUIPMENT: Elven Clothing 


DULLAHAN (Fey, Advanced) 


Member of the UNSLEELIE COURT, she earned her place among the other nobles thanks to her effort during the war against the DEMONS, many years ago. BULLAHRM is a 
good fighter and an excellent rider, while preferring SPECTRAL STEEDS thanks to their ability to ignore the law physics in the MORTAL REALMS. She has a strange sense of black 
humor, an interest into the macabre and a real thing for scaring others just for her own entertainment. Former owner of ARIMGR ARINGESS, she had a heated 
argument with her to the point that both decided to go to different ways. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SPINAL WHIP +2 6+ 1 ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS Scars 


FEATS: Armor Proficiency (Heavy), Blue Blood, Critical Hit (Spinal Whip), Fey, Darkvision, Dullahan, Levitate, Ride (Any) 

SKILLS: Climb +1, Intimidate +4, Knowledge (Common) +2, Knowledge (Military) +3, Knowledge (History) +3, Listen +1, Ride +3, Sense 
Motive +2, Spot +2, Survival (Fey World) +4 

EQUIPMENT: Cowl, Light Armor 


SPINAL WHIP: 

This peculiar weapon is a sort of whip made with the spine of a humanoid creature. 

The Weapon has a REACH of 2 and can hit ETHEREAL Creatures as if it where ENCHANTED and it's still possible to ENCHANT it. 

If used to hit creatures within 2 Squares, the damage dealt can only be 1 despite eventual modifiers except for a successful Critical Hit against 
creatures without a HELMET. 


FAIRY (Fey, Competent) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 18 INIT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Arcane Reserve, Defensive Awareness, Fey, Fly, Magic User, Noble, Small, Wild 

SKILLS: Bluff +2, Hide +3, Knowledge (Arcane) +3, Survival (Forest) +2, Survival (Fey World) +3 
EQUIPMENT: Faerie Clothing 

SPELLS: Detect the Arcane (2), Floating Light (4), Silent Symbol (1) 


ROG (Lizardfolk, Competent) 


HEALTH Attack Type 
ATTACK UNARMED ATTACK BLUGEONING 
BODY 


AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Amphibian, Athletic, Brawler, Survivalist, Swimming Speed (2), Unarmed Combat, Unbound, Wild 
SKILLS: Jump +3, Listen +2, Spot +1, Survival (Swamp) +3, Swim +3 
EQUIPMENT: Marshy Clothes 


GORGON (Mythological, Competent) 


HEALTH Attack Type 
ATTACK CLAW ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 1 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Well Mannered 


FEATS: Civilized, Darkvision, Immunity to Petrification, Noble, Resistance to Poison (2), Tough Skin 


SKILLS: Knowledge (Common) +2, Knowledge (Myths and Legends) +3, Library Use +3, Listen +3, Spot +2 
EQUIPMENT: Ancient Clothing 


HOLSTAUR (Beastfolk, Competent) 


Like the rest of her kin, the Holstaur Princess is a gentle soul with a simple mind. Slightly bigger than the other members of her specie, she enjoys basking under 
the sun or just playing with other Holstaurs. 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 


ALIGNMENT | GOOD MORALITY PURE TRAITS Busty, Chubby 


FEATS: Civilized, Large, Plebeian, Simpleton 
SKILL: Listen +1, Spot +1 


MERCHANT (Human, Competent) 


HEALTH Attack Type 
ATTACK KNIFE PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Exotic Appearance 


FEATS: Barker, Civilized, Gold Seeker, Mens Sana, Plebeian, Seeker 
SKILLS: Bargain +4, Bluff +3, Knowledge (Common) +3, Library Use +3, Listen +3, Search +3, Sense Motive +4, Sneak +1 
EQUIPMENT: Coin Pouch, Merchant's Clothing 


MONKEY (Beastfolk, Competent) 


HEALTH Attack Type 
ATTACK UNARMED ATTACK BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Athletic, Brawler, Defensive Awareness, Savage, Survivalist, Track, Unarmed Combat, Unbound 
SKILLS: Climb +3, Jump +3, Knowledge (Common) +1, Listen +2, Spot +2, Survival (Jungle) +3, Tracking +3 
EQUIPMENT: Primitive Clothing 


OGRE (Ogre, Competent) 


HEALTH Attack Type 
ATTACK HEAVY CLUB BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS None 


FEATS: Brawler, Large, Power Attack, Pure, Savage, Survivalist, Tough Skin, Track, Unbound 
SKILLS: Intimidate +3, Knowledge (Common) +1, Survival (Hills) +2, Tracking +2 
EQUIPMENT: Primitive Clothing 


PIRATE (Human, Advanced) 


HEALTH Attack Type 
ATTACK CUTLASS SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Lone Eye 


FEATS: Athletic, Blue Blood, Civilized, Criminal, Defensive Awareness, Improved Initiative 

SKILLS: Bargain +3, Bluff +3, Climb +3, Intimidate +4, Jump +3, Knowledge (Common) +3, Knowledge (Nobility) +2, Knowledge (Piracy) +3, 
Knowledge (Seafaring) +3, Sense Motive +2, Swim +4 

EQUIPMENT: Captain Robes, Fancy Pirate Hat 


PLANT (Plant, Competent) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. ) +1 BLOCK / DODGE | | ARMOR P. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Performer, Plant, Unbound, Wild 
SKILLS: Listen +1, Perform (Sing) +2, Spot +1 


WANDERER (Fey, Advanced) 

The Wanderer Princess is usually the protagonists of some old fairy tales or part of certain folklore stories which tell of a young noblewoman who loved to take long 
walks through the woods and explore ancient ruins. It is told that once, during one of her many explorations of an ancient forest, she discovered the entrance of the 
Fairy Lands who are known to be strictly forbidden for the mortal races. Still, the love for adventure and wanderlust got the better of the woman and she decided to 
explore the entrance. What happened next is a mystery, but according to most of the stories she traveled long and far, even beyond the Fairy Lands and time. It's 
told that she then emerged from the Fairly lands after a thousands years, almost identical to the day she entered, but still changed. She had beautiful eyes of the 
color of ember and honey and long white hair, sometimes filled with flowers, runes, or mysterious jewelries. 


The Wanderer Princess has no reign to return to nor is interested in politics at all. She only cares 
to wander without any direction and explore the wild lands, woods, and forests of the world, like a 
perpetual dream of discovery and exploration. Her true age is unknown, but she seems to not be 
affected by the flow of time, like most of the fairies do. While she can still feel love and other 
human emotions, she will never be able to settle down at all and even if she does eventually find 
someone who can distract her from her interest, sooner or later they will simply grow old and die 
or she will grow tireless and leave without a word, like she woke from a dream. 

She will then feel no attachment to any of her family and forget about them quickly. This is 
probably the true punishment for her trespassing in the Fairy Lands. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK UNARMED ATTACK +1 - 1 BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


wacsicpowts| 20 | | wm | +4| | Block/ponce| +4 | ARMOR 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS Exotic Appearance 


FEATS: Arcane Reserve, Athletic, Detect Traps, Fey, Herbalist, Quick, Sentinel, Star Jump, 

Track, Unarmed Combat, Wandering over the Yonder, Unbound, Wild 

SKILLS: Hide +3, Jump +4, Knowledge (Common) +2, Knowledge (Herbalist) +3, Knowledge (Nature) +3, Search +3, Sneak +3, Survival (All) 
+4, Tracking +3 

EQUIPMENT: Small Pouch, Trinkets, Wanderer's Rugs 


STAR JUMP: 

WANDERER PRINGESS can Jump up to 4 Squares, or 5 with a run up, in any direction without suffering any damage when landing, as long as she 
is not wearing any ARMOR or heavy equipment. During nights with a visible full moon, she doubles the distance covered, while on other nights she 
simply adds 1 additional square. Once per Day, when she performs a STARJUMP, she can obtain a Concealment of 3+ until her next Combat 
Round. A STARJUMP requires 2 Actions. 


WANDERING OVER THE YONDER: 

WANDERER PRINGESS can stay with a Character only for an entire GENERATION, after that she will simply forget about him and the other people 
she met and then wander off, disappearing for the next GENERATION. HEIRS generated by her will maintain their original race, but also obtain the FEY 
FEAT for free. While their look will be the same of their kin, they will have white hair or amber eyes. 

She can't be turned into CONSTRUCTS or non-ethereal UNDEADS. 


WANDERER'S RUGS 

This item counts as SIMPLE CLOTHES and allows the wearer to not feel the effects of Cold or Hot weather, though still being able to suffer damage by 
extreme environments such as the direct contact with lava. When hiding in woods, hills, and mountains, those who try to spot her must roll two 
dice and use the one with the lowest result as long as she didn't attacked (or make hostile actions) in the last three hours. 


WITCH (Human, Competent) 


HEALTH Attack Type 

ATTACK SPELL 7 VARIABLE 
BODY 

AGILITY ARCANE 
MIND 
WILL 


MAGIC POINTS | 37 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Alchemy, Apprentice Spellcaster (Witchcraft), Arcane Awareness, Arcane Reserve, Brew Potions, Keen Eye, Plebeian, Scholar, 
Use Wand, Wild 

SKILLS: Bluff +3, Craft (Brew Potions) +4, Knowledge (Alchemy) +4, Knowledge (Arcane) +4, Knowledge (Common) +3, Knowledge 
(Nature) +2, Knowledge (Occultism) +4, Survival (Forest) +3 

EQUIPMENT: Cowl, Witch Robes and Trinkets 

SPELLS: Arcane Bolt (4), Dancing Quill (1), Detect the Arcane (2), Dazzle (5), Ephemeral Manipulation (1), Floating Light (4), Frighten (8), 
Hex (12), Lesser Circle of Protection (8) 


ZOMBIE (Undead, Competent) 


HEALTH Attack Type 
ATTACK BITE SHREDDING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 1 INIT. | +0 BLOCK / DODGE -/+0 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Brain Dead, Critical Hit (Bite), Darkvision, Fallen Noble, Horde Master, Raise Zombie, Torn to Pieces, Undead, Vulnerable to Fire 
(1), Zombie 


BRAIN DEAD: 

ZOMBIE PRINGESS is, well, a ZOMBIE. 

Don't try to think too hard about it, she is just a Princess turned into a Zombie. 

Even so she could just follow the one which rescued her because she could have some vague memories of when she was alive, still she likes to 
eat flesh and is also able to raise Zombies from creature slain around her, even if she can't really control that, it just happens. 

She could like more the company of Necromancers and Undeads rather than others. 

ZOMEIE PRINGESS can only increase her HEALTH up to 7 and can’t obtain a Career Advancement. 


GENERATION 3 


CRYSTAL (Construct) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 20 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 4 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Construct, Improved Initiative, Quick, Resistance to Piercing (1), Resistance to Slashing (1), Unbound, Weakness 
to Bludgeoning (1) 
SKILLS: Listen +1, Search +1 


DOG (Beastfolk, Competent) 


HEALTH Attack Type 
ATTACK BITE PIERCING 
BODY 
AGILITY SLASHING 
MIND 
WILL CLAW +2 - 1 SLASHING 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Civilized, Combat Awareness, Lawful, Natural Weapon (Bite and Claws), Plebeian, Quick, Scent 
SKILLS: Knowledge (Law) +1, Intimidate +2, Listen +1, Tracking +1 
EQUIPMENT: Simple Clothes 


DUSK ELF (Elf, Competent) 


HEALTH Attack Type 
ATTACK STILETTO PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS Well Mannered 


FEATS: Civilized, Improved Initiative, Noble, Religious 
SKILLS: Knowledge (Nobility) +4, Knowledge (Religion) +3, Listen +3, Sense Motive +3, Spot +3 
EQUIPMENT: Humble Dress 


LDRITCH (Eldritch, Competent) 


HEALTH Attack Type 
ATTACK SPELL 7 VARIABLE 
BODY 


AGILITY TENTACLE BLUDGEONING 
MIND 
WILL 


MAGIC POINTS | 29 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS F’tagn 


FEATS: Arcane Reserve, Apprentice Spellcaster (Witchcraft), Breath Underwater, Civilized, Darkvision, Eldritch, Noble, Religious, Swim 
Speed (3), Tentacles 


SKILLS: Intimidate +3, Knowledge (Arcane) +4, Knowledge (Nobility) +2, Knowledge (Occultism) +3, Knowledge (Religion) +3, Library Use 
+3, Listen +2, Spot +2, Swim +3 

EQUIPMENT: Cloak, Eldritch Trinkets and Charms. 

SPELLS: Arcane Bolt (4), Detect the Arcane (2), Ephemeral Manipulation (1), Frighten (8), Lesser Circle of Protection (8), Silent Symbol (1) 


IMP (Demon, Competent) 


HEALTH Attack Type 
ATTACK CLAW SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 23 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Arcane Reserve, Civilized, Darkvision, Fly, Magic User, Small, Unbound 

SKILLS: Bluff +3, Knowledge (Arcane) +3, Knowledge (Common) +3, Listen +3, Spot +1 

EQUIPMENT: Simple Clothes 

SPELLS: Dancing Quill (1), Detect the Arcane (2), Ephemeral Manipulation (1), Floating Light (4) 


JANN (Mythological, Competent) 


While most of the Genies don't care at all about the affairs of other mortal races, the one simply called the Jann Princess has always been intrigued by them. Smart 
and with a silver tongue, she once used to help other races with their problems by being a counselor, an adventurer, or even a diplomat. As time passed, however, 
she noticed that being too generous made the others lazy and always in need of her help, rather than trying to solve things by themselves, even the most simple 
issues. She then decided that instead of directly helping the others she would limited her suggestions or direct help so they would then be able to solve their 


problems in one way or another. Even so, she can't refuse to help those in trouble or in a dire situation and she will try to move certain strings to help certain events 
have a better result. 


Cheerful and athletic, JANN BRINGESS loves to help others from time to time, but not directly, even if she sometimes falls into her old habit. 
She doesn't have a real grasp of good or evil since she likes to be helpful, but she still doesn't like unnecessary cruelty or violence if it can be avoided. 
While she is used to lecturing others but she tries to not be too severe in her teachings, unless the situation requires drastic measures. 


She doesn't have a proper kingdom, but she likes to take care of small villages and hamlets, even acting above the local authorities, which could cause some 
trouble for her. 


HEALTH Attack Damage Type 
ATTACK SCIMITAR 1 SLASHING 
BODY 


AGILITY ? VARIABLE 
MIND 
WILL 


MAGIC POINTS | 37 INIT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. MOVE. 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS Exotic Appearance, Tattoos 


FEATS: Arcane Reserve, Apprentice Spellcaster (Nature), Arcane Awareness, Civilized, Levitate, Noble, Scholar, Survivalist 

SKILLS: Climb +3, Knowledge (Arcane) +4, Knowledge (Common) +3, Knowledge (History) +4, Knowledge (Myths and Legends) +4, 
Knowledge (Nature) +3, Knowledge (Nobility) +3, Persuade +3, Search +3, Survival (Desert) +4, Swim +3 

EQUIPMENT: Exotic Clothing, Exotic Trinkets 


SPELLS: Blaze (4), Climb (6), Dancing Quill (1), Detect the Arcane (2), Eagle Eye (6), Ephemeral Manipulation (1), Floating Light (4), Hop (6), 
Lesser Circle of Protection (8), Swim (6) 


JESTER (Human, Competent) 


HEALTH Type 
ATTACK VARIABLE 
BODY 
AGILITY STILETTO PIERCING 
MIND 
WILL 


MAGIC POINTS | 27 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Weird Humor 


FEATS: Agile, Apprentice Spellcaster (Witchcraft), Athletic, Civilized, Corpore Sano, Defensive Awareness, Performer, Plebeian 

SKILLS: Bluff +3, Climb +4, Jump +4, Knowledge (Arcane) +4, Knowledge (Common) +3, Knowledge (Occultism) +3, Listen +1, Perform 
(Jesting) +4, Sense Motive +1 

EQUIPMENT: Jester Clothes 

SPELLS: Dazzle (5), Detect the Arcane (2), Ephemeral Manipulation (1), Floating Light (4), Frighten (8), Grease (8), Lesser Illusion (6) 


AMIA (Mythological, Advanced) 


HEALTH Attack Type 
ATTACK BITE PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Exotic Appearance 


FEATS: Brawler, Civilized, Immune to Poison, Large, Noble, Quick, Performer, Snake Coils, Survivor, Venomous Bite 

SKILLS: Knowledge (Common) +2, Knowledge (History) +3, Knowledge (Nobility) +4, Listen +3, Perform (Exotic Dance) +4, Sneak +4, Spot 
+2, Survival (Desert) +4 

EQUIPMENT: Exotic Trinkets 


MOTH (Insect, Competent) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Gorgeous Wings 


FEATS: Darkvision, Fly, Insect, Unbound, Wild 
SKILL: Listen +1, Spot +1 


MOUSE (Beastfolk, Competent) 


HEALTH Attack Type 

ATTACK SMALL HAMMER BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 22 INIT. | +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Blue Blood, Civilized, Detect Traps, Repairing, Scholar, Seeker, Small 

SKILLS: Detect Traps +3, Hide +1, Knowledge (Common) +3, Knowledge (Clockwork) +4, Knowledge (History) +4, Knowledge (Nobility) +2, 
Library Use +3, Listen +3, Repairing (Metalwork) +3, Search +3, Sneak +1 

EQUIPMENT: Improved Repairing Tools, Worker's Clothing 


RABBIT (Beastfolk, Competent) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | GOOD MORALITY | CORRUPTED TRAITS Busty 


FEATS: Blue Blood, Small, Quick, Wild 
SKILLS: Bargain +1, Hide +2, Knowledge (Common) +1, Listen +1, Persuade +1, Spot +1 
EQUIPMENT: Simple Clothes 


RAIDER (Human, Competent) 


HEALTH Attack Type 
ATTACK BROAD SWORD SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS Battle Scars 


FEATS: Blue Blood, Brawler, Improved Initiative, Quick, Rage, Savage, Tough Skin, Track 
SKILLS: Intimidate +3, Knowledge (Common) +2, Knowledge (Seafaring) +2, Tracking +3, Survival (Coast) +2, Swim +3 
EQUIPMENT: Metallic Helmet, Northern Clothes 


SATYR (Mythological, Competent) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 ARMOR P. 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS 


FEATS: Scholar, Unbound, Wild 
SKILLS: Bluff +2, Knowledge (Common) +2, Knowledge (Myths and Legends) +2, Knowledge (Nature) +2, Hide +2 


EQUIPMENT: Bottle of Wine, Exotic Dress 


PHYNX (Mythological, Advanced) 


HEALTH Attack Type 
ATTACK CLAW SLASHING 
BODY 


AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Hieratic Gaze 


FEATS: Civilized, Fly, Natural Weapon (Claw), Performer, Scholar, Storyteller, Unbound 


SKILLS: Jump +3, Knowledge (Arcane) +4, Knowledge (Common) +3, Knowledge (History) +4, Knowledge (Myths and Legends) +4, 
Perform (Riddles) +5, Perform (Storytelling) +4, Spot +2 
EQUIPMENT: Ancient Dress 


SWORD (Construct, Advanced) 
Note: Sword counts as an ENCHANTED LONG SWORD, but can only be obtained through a specific Quest. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 24 INIT. | +0 | BLOCK / DODGE -/- | | ARMOR P. 


ALIGNMENT | NEUTRAL | MORALITY | PURE | | TRAITS | None 


FEATS: Arcane Reserve, Blue Blood, Civilized, Construct 
SKILLS: Knowledge (Common) +4, Knowledge (History) +4, Knowledge (Military) +4, Knowledge (Nobility) +5, Sense Motive +2 


TRYCLOP (Mythological, Advanced) 


HEALTH Attack Type 
ATTACK HERDING STAFF BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | GOOD MORALITY PURE TRAITS Gentle 


FEATS: Blue Blood, Huge, Survivor, Tough Skin, Track, Unbound, Wild 


SKILLS: Knowledge (Common) +3, Knowledge (Herding) +3, Listen +3, Sense Motive +3, Spot +3, Survival (Mountains) +4 
EQUIPMENT: Herder Robe 


VAMPIRE (Undead, Advanced) 


Nobody knows exactly the true age of the UAMAIRE FRINEESS, but she seems to clearly recall certain events of the past, like the War between the Unseelie Court 
and the Demons and the tragedy of the PORCS being devoured by both the first DRAGON PRINGESS and then by the HUMAN QUEEN. While she also slept for some 
centuries when bored, she maintained a web of spies and servants which observed and noted all the major events occurred. While some fools and plebeians refers 
to her as a teen girl, she actually appears to be around 25 to 30 years old in appearance, mostly thanks to the cure to her shape and beauty and also probably 
thanks to the rejuvenating properties of drinking blood. 


HEALTH Attack Type 

ATTACK CLAWS SHREDDING 
BODY CLAW SHREDDING 

AGILITY LONG SWORD SLASHING 
MIND VAMPIRIC BITE PIERCING 
WILL 


wasicpowts| 12 | | wm | +3 | | Block/poncE| +2 | ARMOR 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Ambidexterity, Armor Proficiency (Medium), Brawler, Civilized, Improved Initiative, Noble, Quick, Ride 
(Spectral Steed), Scholar, Undead, Vampiric Bite, Vampirism 

SKILLS: Climb +4, Intimidate +4, Knowledge (Common) +3, Knowledge (History) +4, Knowledge (Military) +4, 
Knowledge (Nobility) +4, Listen +2, Ride +3, Sense Motive +2, Spot +2 

EQUIPMENT: Vampire Gown 


YETI (Mythological, Competent) 


HEALTH Attack 

ATTACK CLAW 
BODY 

AGILITY 
MIND 
WILL 


MaGi¢POINTs | 8 wwe. | +2 | | Bock/ooncE|  -/+2 | ARMOR 1 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS Introvert 


FEATS: Large, Resistance to Cold (4), Tough Skin, Track, Survivor, Unbound, Wild 
SKILLS: Hide +2, Knowledge (Common) +2, Listen +2, Spot +2, Survival (Mountains) +3, Survival (Tundra) +3 


ENERATION 4 


BEETLE (Insect, Advanced) 


HEALTH Attack Type 
ATTACK HEADBUTT CRUSHING 


BODY 
AGILITY CRUSHING 


MIND 
WILL PUNCH 6+ 2 CRUSHING 


MAGIC POINTS | 8 INIT. ) +1 BLOCK / DODGE -/+1 ARMOR P. 2 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Battle Scars 


FEATS: Ambidexterity, Brawler, Combat Awareness, Darkvision, Defensive Awareness, Insect, Large, Tough Skin Il, Unbound 
SKILLS: Climb +3, Listen +1, Spot +1 


BUGBEAR (Goblin, Competent) 


HEALTH Type 
ATTACK BLUDGEONING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS Chubby 


FEATS: Armor Proficiency (Light), Brawler, Combat Awareness, Critical Hit (Mace), Darkvision, Savage, Survivor, Unbound 
SKILLS: Intimidate +2, Knowledge (Common) +1, Listen +1, Spot +1, Survival (Caves) +2, Survival (Hills) +1 
EQUIPMENT: Light Armor, Primitive Trinkets 


COEURL (Eldritch, Competent) 


HEALTH Attack Type 

ATTACK CLAWS SHREDDING 
BODY CLAW SHREDDING 

AGILITY TENTACLES BLUDGEONING 
MIND TENTACLE BLUDGEONING 
WILL 


MAGIC POINTS | 8 INIT. | +4 BLOCK / DODGE -/+3 ARMOR P. 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambidexterity, Athletic, Blur, Brawler, Darkvision, Eldritch, Improved Initiative, Quick, Unbound 
SKILLS: Climb +3, Hide +3, Jump +3, Knowledge (Common) +2, Sneak +3, Spot +1 


CYCLOPS (Giant, Advanced) 


HEALTH Attack Type 
ATTACK TWO HANDED MAUL CRUSHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Bulky 


FEATS: Blue Blood, Brawler, Civilized, Critical Hit (Maul), Large, One Eye, Tough Skin, Weapon Proficiency (Two Handed) 
SKILLS: Climb +4, Craft (Metalwork) +4, Intimidate +4, Knowledge (Common) +3, Knowledge (Myths and Legends) +3, Persuade +2 
EQUIPMENT: Blacksmith Suit, Blacksmith Tools 


ONE EYE: 


CYCLOPS have only a single eye, which results in a penalty of focusing distant stuff. When performing Ranged Attacks, CYCLOPS suffer a -2 to their Hit 
Rolls and they suffer a -2 when they perform a SPOT or SEARCH Check on things which aren’t within 5 Squares 


ELEPHANT (Beastfolk, Competent) 


HEALTH Attack Type 
ATTACK SLAM CRUSHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 


ALIGNMENT | GOOD MORALITY | NEUTRAL TRAITS Well Mannered 


FEATS: Charge, Civilized, Huge, Noble, Religious 
SKILLS: Diplomacy +2, Knowledge (Common) +3, Knowledge (Religion) +4, Listen +2, Persuade +2, Sense Motive +3 
EQUIPMENT: Exotic Clothes, Exotic Trinkets 


GAZER (Eldritch, Competent) 


HEALTH Attack Type 
ATTACK BEAM RAY ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 24 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Bright Eyes 


FEATS: Arcane Reserve, Beam Attack, Darkvision, Detect Traps, Eldritch, Levitate, Seeker, Sentinel, Unbound 
SKILLS: Knowledge (Arcane) +3, Knowledge (Common) +3, Knowledge (Occultism) +3, Listen +1, Search +3, Spot +5 
EQUIPMENT: Eldritch Trinkets, Simple Clothes 


IANT (Giant, Advanced) 


HEALTH Attack Type 
ATTACK LARGE CLUB CRUSHING 
BODY 


AGILITY BLUDGEONING 
MIND 


WILL SLAM +2 - 2 BLUDGEONING 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 MOVE. 6 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Ancient Tattoos 


FEATS: Ambidexterity, Brawler, Corrupted, Four Arms, Huge, Power Attack, Savage, Track, Unbound, Weapon Proficiency (Two Handed) 
SKILLS: Climb +5, Intimidate +4, Jump +4, Knowledge (Common) +2, Knowledge (Myths and Legends) +2, Spot +2, Swim +5 
EQUIPMENT: Primitive Clothes, Primal Mask, Primitive Trinkets 


FOUR ARMS: 


GIANT BRINGESS has 4 Arms which can be use to perform Attacks with both it’s CLUB and its SLAMS by spending 2 Actions. 
She can wield more items due to the extra arms. 


GNOLL (Beastfolk, Advanced) 


HEALTH Type 


ATTACK BLUDGEONING 
BODY 


AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE +2/+2 ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Bulky 


FEATS: Armor Proficiency (Light), Athletic, Combat Awareness, Savage, Shield Proficiency, Survivor, Track, Unbound 

SKILLS: Intimidate +3, Knowledge (Common) +3, Listen +3, Search +3, Sneak +3, Spot +3, Survival (Forest) +3, Survival (Hills) +4, Survival 
(Plains) +3, Tracking +4 

EQUIPMENT: Gladiatorial Light Armor, Small Shield 


HALFLING (Halfling, Competent) 


HEALTH Attack Type 
ATTACK SHORT SWORD SLASHING 
BODY 
AGILITY SLINGSHOT CRUSHING 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | GOOD MORALITY | NEUTRAL TRAITS Freckles 


FEATS: Blue Blood, Civilized, Critical Hit (Slingshot), Detect Traps, Disarm Traps, Plebeian, Quick, Small, Weapon Proficiency (Throwing) 
SKILLS: Bargain +4, Bluff +3, Detect Traps +4, Disarm Traps +4, Hide +2, Knowledge (Common) +3, Sneak +2 
EQUIPMENT: Cowl, Thieve’s Tools, Simple Clothes 


HARPY 2 (Mythological, Competent) 


HEALTH Attack Type 
ATTACK CLAWS SHREDDING 


BODY 
AGILITY SHREDDING 


MIND 
WILL 


MAGIC POINTS | 4 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 0 MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Bloodthirsty 


FEATS: Ambidexterity, Critical Hit (Claws), Defensive Awareness, Fly, Harpy, Savage, Track, Unbound, Wild 
SKILLS: Intimidate +2, Tracking +2, Spot +1, Survival (Mountains) +2, Tracking +2 
EQUIPMENT: Primitive Trinkets 


MANTIS (Insect, Advanced) 


HEALTH Attack Type 
ATTACK CLAWS SHREDDING 


BODY 
AGILITY SHREDDING 


MIND 
WILL 


MAGIC POINTS | 6 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Brawler, Critical Hit (Claws), Fly, Improved Grab, Improved Initiative, Insect, Large, Quick, Tough Skin, Unbound 
SKILL: Bluff +3, Listen +3, Sneak +3, Spot +3 


MYCONID (Plant, Competent) 


HEALTH Type 
ATTACK BLUDGEONING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 


ALIGNMENT | GOOD MORALITY | NEUTRAL TRAITS 


FEATS: Darkvision, Myconid Spores, Plant, Survivor, Unbound, Wild 
SKILLS: Listen +1, Spot +1, Survival (Underground) +2 


YSTIC (Human, Competent) 


HEALTH Attack Type 
ATTACK MYSTICAL STAFF BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 5 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS | Exotic Appearance, Mystical Tattoo 


FEATS: Act of Faith, Benediction, Clerical Inspiration, Healing Hands, Herbalist, Plebeian, Wild 
SKILLS: Knowledge (Common) +3, Knowledge (Herbalist) +4, Knowledge (Religion) +4, Listen +3, Persuade +3, Survival (Plains) +3 
EQUIPMENT: Mystical Clothes 


NIGHTMARE (Shapeshifter, Advanced) 


‘According to the legends, the MIGHTMARE PRINGESS was once a regular human which was cursed into changing her shape depending on her mood, by a powerful 
and jealous witch. Other say that her mother once slept with a fey while her husband was fighting a war and the gods cursed the child as punishment for her 
infidelity. Because of her strange quality, she is often kept away from any type of excitement and is mostly recluse in her chambers or in her gardens, where she 
can wander alone without causing harm to anyone. Being a lone soul, she enjoys reading and performing poetry, which usually revolves around loneliness and 
sadness. 


Human Form / Sorrow Form / Disgusted Form 


HEALTH Attack Type 
ATTACK STILETTO PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. ) +1 BLOCK / DODGE -/+1 ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Moody, Pale Skin 


FEATS: Civilized, Emotion Driven, Noble, Performer, Scholar, Ride (Horse) 
SKILLS: Knowledge (Nobility) +3, Knowledge (Occultism) +3, Listen +3, Perform (Poetry) +4, Persuade +3, Ride +2, Search +3, Spot +3 


EMOTION DRIVEN: 

NIGHTMARE PRINGESS form is usually based on her mood. While calm she maintains her human form, but when her mood changes, so also does 
her shape. When angry or just mad, she turns into a devilish creature with fangs, bat wings and sharp claws, while if scared, she morphs into a 
sort of rabbit-like creature which allows her to run away and hide in small places. When depressed or when she feels she is ugly, she actually 
change her shape in something quite ugly or distorted while when she feels disgusted or sick, her skin starts to change color without a real 
pattern or logic, becoming more porous like a frog. The rare times she is happy or cheerful she become a little radiant or it seems to appear more 
“brighter” to those which observe her. MIGHTMARE BRINGESS can still try to resist her mood swing with a WILL Check, but she usually allows her 
emotions to flow unchecked. 


Nightmare 


Form 


HEALTH 


Attack 


Type 


ATTACK 


BITE 


SHREDDING 


BODY 


BREATH ATTACK 


FIRE 


AGILITY 


CLAWS 


SHREDDING 


CLAW 


SHREDDING 


WILL 


MOVE. 


BLOCK/DODGE|  -/+3 | | ARMOR 0 


MAGIC POINTS | 8 INT. | +3 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Bloodthirsty, Moody 


FEATS: Brawler, Breath Attack (Fire), Critical Hit (Claw), Darkvision, Emotion Driven, Fly, Noble, Quick, Scent 
SKILLS: Climb +3, Intimidate +4, Jump +4, Listen +2, Search +2, Spot +2 


RED CAP (Fey, Competent) 


Type 
SLASHING 


Attack 
HALBERD 


HEALTH | 2 
ATTACK | 3 
BODY 2 
AGILITY | 2 

| 2 | 
3 


MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE MOVE. 


42 | | ARMOR 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Bloodthirsty 


FEATS: Armor Proficiency (Light), Critical Hit (Halberd), Darkvision, Fey, Quick, Small, Weapon Proficiency (Polearms), Unbound, Wild 
SKILLS: Knowledge (Common) +2, Knowledge (Military) +2, Knowledge (Myths and Legends) +2, Hide +2, Intimidate +3, Listen +2, Sneak 
+2, Survival (Fey World) +3 

EQUIPMENT: Light Armor, Red Cap 


UNICORN (Mythological, Advanced) 


Unicorn Form 


Type 
BLUDGEONING 


HEALTH Attack 

ATTACK KICK 
BODY 

AGILITY 
MIND 
WILL 


BLOCK / DODGE 


-/+2 | | ARMOR P. 0 


MAGIC POINTS | 51 INIT. | +2 


TRAITS Kind 


MORALITY PURE 


ALIGNMENT | GOOD 


FEATS: Apprentice Spellcaster (Nature), Arcane Reserve, Arcane Training, Blue Blood, Fey, Large, Quick, Unicorn’s Horn, Wild 

SKILLS: Knowledge (Arcane) +4, Knowledge (Common) +4, Knowledge (Herbalism) +4, Knowledge (Myths and Legends) +4, Knowledge 
(Nature) +4, Listen +3, Spot +2, Survival (Forest) +4, Survival (Fey World) +5 

SPELLS: Beast of Burden (7), Detect the Arcane (1), Fey Walk (7), Floating Light (3), Haze(7), Lesser Circle of Protection (7), Lesser 
Restoration (7), Mocking Bird (9), Silent Symbol (1), Soothe (4) 


UNICORN’S HORN: 
UNMIGORN PRINGESS can cast spells thanks to her Horn and increases her total MP by 10. 


uman Form 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 26 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 


ALIGNMENT | GOOD MORALITY PURE TRAITS Kind, Well Mannered 


FEATS: Arcane Reserve, Civilized, Defensive Awareness, Fey, Herbalist, Noble, Quick 


SKILLS: Knowledge (Arcane) +4, Knowledge (Common) +4, Knowledge (Herbalism) +4, Knowledge (Myths and Legends) +4, Knowledge 
(Nature) +4, Listen +3, Spot +2, Survival (Forest) +4, Survival (Fey World) +5 
Equipment: Golden Trinkets, Royal Gown 


UNSEELIE (Fey, Competent) 


HEALTH Type 


ATTACK ? VARIABLE 
BODY 


AGILITY ARCANE 
MIND 
WILL 


MAGIC POINTS | 37 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS Cruel 


FEATS: Apprentice Spellcaster (Witchcraft), Arcane Reserve, Blind Sight (Arcane), Fey, Quick, Small, Use Wand, Wand Expertise 
SKILLS: Bluff +3, Hide +2, Knowledge (Arcane) +4, Knowledge (Common) +3, Listen +3, Sneak +2, Survival (Fey World) +4 
SPELLS: Arcane Bolt (4), Detect the Arcane (2), Ephemeral Manipulation (1), Frighten (8), Hex (12), Lesser Illusion (6) Silent Symbol (1) 


WEREBEAST (Shapeshifter, Advanced) 


HEALTH Attack Type 

ATTACK BITE SLASHING 
BODY 

AGILITY SHREDDING 


MIND 
WILL CLAW +2 5+ 2 SHREDDING 


MAGIC POINTS | 8 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 1 MOVE. 6 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Athletic, Brawler, Combat Awareness, Critical Hit (Claws), Form of the Beast, Improved Initiative, Quick, Scent, Tough Skin, Track, 


Unbound, Wild 
SKILLS: Climb +4, Jump +4, Hide +3, Intimidate +3, Listen +2, Spot +2, Survival (Forest) +4, Track +4 


FORM OF THE BEAST 

WEREBERST BRINGESS can shapeshift her form once per hour, from human to WEREBEAST and then vice versa, while the process will rip any worn 
clothing or armor. She can turn into a WEREBEAST if angry enough, but she can try to resist such urge with a WILL Check. 

When transformed she considers everyone as hostile, except friendly or neutral Werebeasts, but she can try to not attack them with a 
successful WILL Check. Lovers and trustworthy friends grant a +1 to the Roll. 

WEREEERST PRINGESS will never harm her cubs. HEIRS will obtain this FEAT with a result of 5+ on a d6. 


Human Form 


HEALTH Attack Type 
ATTACK UNARMED ATTACK BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Lonley 


FEATS: Athletic, Civilized, Combat Awareness, Plebeian, Quick, Scent, Survivalist, Track, Unarmed Combat 
SKILLS: Hide +2, Knowledge (Common) +3, Knowledge (Nature) +3, Listen +3, Sneak +2, Spot +2, Survival (Forest) +3, Tracking +4 
EQUIPMENT: Torn Clothes 


ENERATION §& 


GARGOYLE (Shapeshifter, Competent) 


HEALTH Attack Type 
ATTACK BITE SLASHING 
BODY 
AGILITY SLASHING 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 3 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Brawler, Critical Hit (Claws), Defensive Awareness, Fly, Gargoyle, Improved Initiative, Immune to Petrification, Quick, Tough Skin 
Ill, Unbound 
SKILLS: Knowledge (Common) +3, Knowledge (Myths and Legends) +3, Listen +3, Spot +3 


GARGOYLE: 

Once per Day, a GARGOYLE can turn into a statue of stone, as long as it has 1 HEALTH left, restoring all his HEALTH and Armor Points lost. 

While in statue form, a GARGOYLE can’t do anything, but obtains +17 Armor Points and a RESISTANCE to Physical Damage of (5) except against 
Crushing Damage. The statue form also sustain them from aging, hunger and thirst. 

A GARGOYLE turned into a Statue cant hear or see anything but has a BLIND SIGHT (HEATH) of 3 Squares. 

If the Statue is Destroyed, the GARGOYLE is Slain. 


GNOME (Gnome, Advanced) 


HEALTH Attack Type 
ATTACK SMALL HAMMER BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 22 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | GOOD MORALITY | NEUTRAL TRAITS None 


FEATS: Alchemy, Arcane Reserve, Blue Blood, Brew Potions, Civilized, Keen Eye, Small 
SKILLS: Bargain +2, Craft (Brew Potions) +5, Knowledge (Alchemy) +4, Knowledge (Arcane) +2, Search +3, Spot +2 
EQUIPMENT: Bandoleer, Candle, Simple Clothes 


GOLIATH (Human, Competent) 


HEALTH Attack Type 
ATTACK HAMMER BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. ) +1 BLOCK / DODGE +2+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Athletic, Brawler, Jotun Blood, Savage, Shield Proficiency, Survivalist, Tough Skin, Track, Unbound 
SKILLS: Climb +3, Jump +3, Knowledge (Common) +2, Knowledge (Nature) +2, Listen +2, Sneak +2, Spot +2, Survival (Mountain) +3 
EQUIPMENT: Primitive Clothes, Small Shield, Winter Cowl 


JOTUN BLOOD: 
GOLIATHS are considered GIANTS for the purpose of interactions with certain FEATS and EFFECTS. 
For example SLAYER (HUMAN) doesn’t work on them, even if by default they are. 


HUMAN 2 (Human, Advanced) 

Living in a Kingdom surrounded by hostile countries means that all the inhabitants must be prepared to war somehow. Even the royal family receives a basic 
military training in the eventuality that they would be attacked or the kingdom would fall, they would be able to escape and then reorganize a counter offensive. This 
HUMAN PRINGESS is more humble and practical, used to always think of the works from a situation just to be prepared to quickly react to it. This also means that 
she is slower to make acquaintance of new friends or to simply trust others. She doesn’t really care of looking pretty and most of the members of her family wear 
simple but elegant dresses, which still allow a good freedom of movement. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK RAPIER +2 - 1 PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Cold Heart 


FEATS: Athletic, Armor Proficiency (Light), Civilized, Defensive Awareness, Diplomat, Noble, Ride (Horse), Scholar 

SKILLS: Climb +3, Diplomacy +4, Intimidate +3, Knowledge (Common) +3, Knowledge (Military) +4, Knowledge (Nobility) +4, Knowledge 
(History) +2, Persuade +2, Ride +3 

EQUIPMENT: Elegant Cowl, Light Armor, Practical Noble Dress 


FERNAL (Devil, Competent) 


HEALTH Attack 
ATTACK BLAZING BLADE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE +2/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS Battle Scars 


FEATS: Athletic, Armor Proficiency (Light), Civilized, Combat Awareness, Noble, Resistance to Fire (1), Ride (Horse), Shield Proficiency 
SKILLS: Intimidate +3, Jump +3, Knowledge (Common) +2, Knowledge (Military) +2, Knowledge (Nobility) +3, Ride +3, Search +2 
EQUIPMENT: Light Armor, Small Shield 


MERROW (Merfolk, Competent) 


HEALTH Attack Type 
ATTACK BITE SHREDDING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Bloodthirsty 


FEATS: Breath Underwater, Critical Hit (Bite), Darkvision, Daylight Blindness, Natural Weapon (Bite), Swimming Speed (5), Unbound, Wild 
SKILLS: Listen +2, Sneak +2, Swim +3 


Notice that she Requires Water to breath. 


NAGA (Reptile, Advanced) 


HEALTH Attack Type 
ATTACK SPEAR PIERCING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Act of Faith, Benediction, Blue Blood, Breath Underwater, Civilized, Clerical Inspiration, Large, Snake Coils, Swimming Speed (3), 
Resistance to Poison (3), Venomous Bite 

SKILLS: Knowledge (Common) +3, Knowledge (Religion) +4, Listen +2, Sneak +3, Swim +4 

EQUIPMENT: Exotic Dress, Exotic Trinkets 


NIXIE (Fey, Competent) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 16 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS None 


FEATS: Arcane Reserve, Brawler, Breath Underwater, Fey, Quick, Swimming Speed (3), Unbound 
SKILLS: Knowledge (Common) +2, Spot +2, Swim +3, Survival (Fey World) +3 


OCTOMERMAID (Merfolk, Advanced) 


HEALTH Attack Type 
ATTACK TENTACLES BLUDGEONING 


BODY 
AGILITY TENTACLE BLUDGEONING 


MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Brawler, Breath Underwater, Darkvision, Survivor, Swimming Speed (4), Tentacles, Unbound, Wild 
SKILLS: Knowledge (Common) +2, Listen +2, Spot +2, Survival (Sea) +3, Swim +4 


SELKIE (Fey, Competent) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | GOOD MORALITY PURE TRAITS Kind 


FEATS: Breath Underwater, Fey, Performer, Pure, Selkie, Swimming Speed (3), Unbound, Wild 
SKILLS: Listen +2, Perform (Singing) +3, Survival (Fey World) +3, Swim +3 


SELKIE: 
SELKIE are Creatures which can shapeshift into seals and then become human if they shed their skins. 
If the Skin is stolen, the SELKIE will remain trapped in the human form until the skin is returned. 


PRIGGAN (Plant, Competent) 


HEALTH Attack 
ATTACK CLAWS 


BODY 
AGILITY 
MIND 
WILL 


Type 
SHREDDING 


SHREDDING 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE 


-/+2 | | ARMOR P. 2 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS 


None 


FEATS: Ambidexterity, Critical Hit (Claws), Darkvision, Plant, Survivor, Tough Skin Il, Track, Unbound, Wild 
SKILLS: Hide +2, Knowledge (Common) +2, Knowledge (Nature) +2, Spot +2, Survival (Forest) +3, Tracking +3 


WISP (Elemental, Competent) 


HEALTH Attack 


ATTACK BEAM RAY 
BODY 


AGILITY 
MIND 
WILL 


Type 
ARCANE 


MAGIC POINTS | 16 INIT. | +2 BLOCK / DODGE 


-/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS 


None 


FEATS: Arcane Reserve, Beam Attack, Darkvision, Elemental, Ethereal, Fey, Fly, Levitate, Pure, Small, Unbound, Wild 
SKILLS: Knowledge (Common) +1, Listen +1, Spot 1, Survival (Fey World) +2, Survival (Forest) +1 


BEAR (Beastfolk, Advanced) 


HEALTH | 4 Attack Mod | Crit | Damage Type 
ATTACK 2 BITE +2 - 2 PIERCING 
BODY 4 
AGILITY 1 CLAWS +2/+2 | 6+ 1 SHREDDING 
MIND 1 
WILL 3 CLAW +2 6+ 1 SHREDDING 
MAGIC POINTS | 8 INT. | +1 BLOCK / DODGE -/+1 | | ARMOR P. 1 MOVE. 5 
ALIGNMENT | NEUTRAL MORALITY NEUTRAL TRAITS None 


FEATS: Ambidexterity, Brawler, Large, Natural Weapon (Claw), Power Attack, Scent, Survivor, Tough Skin, Track, Unbound, Wild 
SKILLS: Listen +2, Search +2, Spot +2, Survival (Forest) +3, Tracking +3 


BEE (Insect, Competent) 


HEALTH | 3 Attack Mod | Crit | Damage Type 
ATTACK 2 CHITIN SPEAR +2 6+ 1 IMPALING 
BODY 3 
AGILITY 2 
MIND 1 
WILL 2 
MAGIC POINTS; 6 INT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 5 
ALIGNMENT | NEUTRAL MORALITY NEUTRAL TRAITS Battle Scars 


FEATS: Fly, Defensive Awareness, Insect, Unbound, Weapon Proficiency (Polearms), Wild 
SKILLS: Intimidate +2, Listen +1, Spot +1 


COUGAR (Beastfolk, Advanced) 

Always been a lovely rascal, this lady used to pretend to be many things, like a Fortune Teller, a Merchant, a Princess or else, depending on the situation. She 
always used her charm and manners to win the trust of others or to avoid unpleasant situations. By growing older, she become more smart and cautious, while in 
her youth she was more a daredevil, which often caused her a lot of troubles. Knowing her age she still tries to appear younger and prefers to charm those men 
which have just become adults or which maintained their youth in their appearance. She has a very melancholy way to see things, mostly remembering stories of 
her past. 


HEALTH | 3 Attack Mod | Crit | Damage Type 
ATTACK 1 CLAWS +1/+1 - 1 SLASHING 
BODY 2 
AGILITY | 2 CLAW +1 - 1 SLASHING 
MIND 3 
WILL 2 
MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 5 
ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS | Exotic Appearance, Mature Woman, Well Mannered 


FEATS: Ambidexterity, Athletic, Civilized, Natural Weapon (Claw), Performer, Plebeian, Quick, Storyteller 

SKILLS: Bargain +3, Bluff +4, Knowledge (Common) +3, Knowledge (Myths and Legends) +3, Listen +2, Perform (Dance) +3, Perform 
(Storytelling) +4, Persuade +2, Spot +2 

EQUIPMENT: Exotic Dress, Exotic Trinkets 
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DEMON (Demon, Competent) 


HEALTH Attack Type 
ATTACK CLAW SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS Busty 


FEATS: Bastard, Civilized, Darkvision, Defensive Awareness, Magic User, Religious 

SKILLS: Bluff +3, Intimidate +3, Knowledge (Arcane) +2, Knowledge (Common) +3, Knowledge (Nobility) +4, Knowledge (Religion) +4, 
Listen +2, Sense Motive +3, Spot +2 

EQUIPMENT: Dark Gown 


DROW (Elf, Competent) 


HEALTH Type 
ATTACK SHREDDING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Cruel 


FEATS: Act of Faith, Benediction, Civilized, Clerical Inspiration, Corrupted, Darkvision, Daylight Blindness, Evil, Improved Initiative, Noble 
SKILLS: Intimidate +3, Knowledge (Common) +3, Knowledge (Nobility) +4, Knowledge (Religion) +4, Spot +2, Survival (Underground) +3 
EQUIPMENT: IIharess Garment 


DUERGAR (Dwarf, Competent) 


HEALTH Attack Type 
ATTACK BATTLE HAMMER BLUDGEONING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE +2/+1 | | ARMOR P. 2 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Sadistic 


FEATS: Armor Proficiency (Medium), Civilized, Corrupted, Critical Hit (Hammer), Darkvision, Daylight Blindness, Evil, Improved Initiative, 
Noble, Shield Proficiency 

SKILLS: Intimidate 4+, Knowledge (Nobility) 4+, Listen 4+, Search 4+, Survival (Underground) 4+ 

EQUIPMENT: Medium Armor, Simple Clothes, Small Shield 


EVIL (Human, Competent) 


HEALTH Attack Type 
ATTACK STILETTO PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. ) +1 | BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 5 


ALIGNMENT | EVIL (DUH) | MORALITY PURE TRAITS Arrogant, Tyrant, Well mannered 


FEATS: Civilized, Corrupted, Evil, Lawful, Noble 
SKILLS: Bluff +3, Intimidate +3, Knowledge (Common) +3, Knowledge (Law) +4, Knowledge (Nobility) +4, Knowledge (Occultism) +2 
EQUIPMENT: Tyrannic Gown 


GATOR (Lizardfolk, Advanced) 


HEALTH Attack Type 
ATTACK BITE SHREDDING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Bombastic Ego 


FEATS: Amphibian, Brawler, Critical Hit (Bite), Improved Initiative, Natural Weapon (Bite), Survivor, Swimming Speed (3), Tough Skin, 
Track, Unbound, Wild 

SKILLS: Bluff +2, Hide +3, Knowledge (Common) +1, Perform (Trash Talk) +3, Search +2, Survival (Swamp) +3, Swim +4, Tracking +4 
EQUIPMENT: Bayou Trinkets 


GOAT (Beastfolk, Competent) 
Despite most of her kinfolk where corrupted centuries ago, a small group of them where spared from such a horrible destiny. 
PRINGESS GOAT is a cheerful and curious creature, even if she mostly a gullible airhead. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK HEADBUTT +1 - 1 BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +4 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Busty 


FEATS: Headbutt, Quick, Small, Survivor, Unbound, Wild 
SKILLS: Climb +3, Spot +1, Survival (Hills) +2 
EQUIPMENT: Simple Dress 


ARE (Beastfolk, Competent) 
While the Rabbit folk become more and more civilized, the Hares remained loyal to the old ways and prefer to live freely in the forest rather than stop by a single 
place and become slower and lazy. Hares have survives through the centuries, becoming masters of survival. This particular princess has an extremely propensity 
to challenge everyone she thinks she could beat, which often causes her a lot of troubles with others. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SLINGSHOT +1 6+ 1 CRUSHING 
BODY 
AGILITY UNARMED ATTACK BLUDGEONING 
MIND 
WILL 


MAGIC POINTS INIT. | +4 BLOCK / DODGE -/+3 ARMOR P. MOVE. 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Extremely Competitive, Touchy 


FEATS: Agile, Athletic, Defensive Awareness, Improved Initiative, Small, Survivalist, Unbound, Wild 
SKILLS: Bluff +1, Jump +3, Listen +1, Sneak +3, Spot +1, Survival (Hills) +2 
EQUIPMENT: Simple Clothes 


VERY FAST 
HARE PRINGESS is quite fast and increases her movement value by 3. This FEAT replaces the QUICK FEAT. 


JUNGLE KOBOLD (Kobold, Competent) 


The Kobold race has its origins in the remote Canopy Jungle, which was their home for millennia. Then, at some point, a group of them moved away to northern 
regions, seeking for a better purpose. They found, or perhaps were found by, the first Dragon Princess and they believed she was their creator. Those who 
remained in the jungle are a sub species of Kobolds which where more akin to dinosaurs than dragons and had a more fierce behavior than their meek cousins. 
Jungle Kobolds are slightly taller and stronger than the common Kobold, and are trained as warriors, hunters, and slavers. The latter are those who seek for new 
offerings to bring to their priests in an attempt to appease their cruel gods. The Jungle Kobold Princess is also part of the ecclesiarchy which has ruled the Jungle 
Kobold kin for thousands of years. The Princess is a sort of symbol of the divine powers on the mortal lands, and she act as a voice of the ecclesiarchy and their 
gods. Even so, there aren't queens or kings among the Jungle Kobolds and the royalty is passed from mother to daughter, with the former Princess then becoming 
a high priestess and will sit in the high council with the elder princesses and other high priests. 


A Jungle Kobold Princess is extremely religious and rules with an iron hand over her subjects without any hesitation. Her zealous behavior could be seen as 
cruel or vicious, but it's mostly based on the Jungle Kobolds' culture, which is an adaptation to the extremely dangerous habitat they live in since the Canopy 
Jungle is home of large predators and even worse. She only cares about accomplishing her duties as Princess and Priestess, but she is also smart enough to 
aspire to greatness and to finally get rid of the northern Kobolds who have recently returned to their homelands in the Canopy Jungle, causing a bloody conflict for 
control of the few resources needed for the survival of both sides. 


HEALTH Attack Mod Damage Type 
ATTACK CEREMONIAL STAFF +1 1 BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS Fierce 


FEATS: Act of Faith, Agile, Benediction, Civilized, Clerical Inspiration, Evil, Lawful, Noble, Quick, Small, Smite (Kobolds), Tough Skin, 
Unbound 

SKILLS: Climb +2, Intimidate +3, Knowledge (Common) +3, Knowledge (Religion) +4, Sneak +2 

EQUIPMENT: Ceremonial Staff, High Priestess Clothing, Golden Trinkets 


LILLEND (Angel, Competent) 


HEALTH Attack Type 
ATTACK SLINGSHOT CRUSHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT MORALITY TRAITS 


FEATS: Blue Blood, Civilized, Fly, Large, Performer, Religious, Snake Coils, Storyteller, Weapon Proficiency (Ranged) 

SKILLS: Diplomacy +3, Knowledge (Common) +2, Knowledge (Nobility) +4, Knowledge (Religion) +4, Listen +2, Perform (Lyra) +4, Perform 
(Storytelling) +3, Sense Motive +2, Spot +2 

EQUIPMENT: Celestial Clothes, Exotic Trinkets, Harp 


MINOTAUR (Mythological, Advanced) 


HEALTH Attack Type 

ATTACK WAR HAMMER BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS INIT. | +2 BLOCK / DODGE -7+2 | | ARMOR P. 


ALIGNMENT MORALITY TRAITS 


FEATS: Athletic, Blue Blood, Brawler, Charge, Civilized, Combat Awareness, Large, Track 
SKILLS: Bargain +2, Intimidate +4, Knowledge (Common) +3, Knowledge (History) +3, Tracking +4 
EQUIPMENT: Simple Clothes 


MUMMY (Undead, Advanced) 


HEALTH Attack Type 

ATTACK CEREMONIAL STAFF BLUDGEONING 
BODY 
AGILITY VARIABLE 


MIND 
WILL 


MAGIC POINTS | 54 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Superb, Tyrant 


FEATS: Arcane Training, Arcane Reserve, Civilized, Fallen Noble, Journeyman Necromancer, Lawful, Reanimator, Religious, Ride (Steed), 
Seeker, Undead 

SKILLS: Intimidate +4, Knowledge (History) 4+, Knowledge (Necromancy) 4+, Knowledge (Nobility) 4+, Ride 4+, Spot 4+ 

EQUIPMENT: Ancient Clothes, Golden Trinkets 

SPELLS: Bone Dart (3), Bone Javelin (10), Crypt Howl (10), Dancing Quill (1), Detect the Arcane (1), Floating Light (3), Injury (7), Lesser 
Restore Undead (6), Mold Bones (6), Preserve Corpse (8), Reanimate Skeleton (12), Reanimate Skeleton Soldier (16) 


DRPHAN (Human, Competent) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 


ALIGNMENT | GOOD MORALITY PURE TRAITS Kind, Shabby, Shy 


FEATS: Civilized, Plebeian 
SKILLS: Hide +1, Listen +1, Search +1 
EQUIPMENT: Rags 


OTTER (Beastfolk, Competent) 
The OTTER BEASTFOLK while quite cheerful and playful, are also extremely shy toward strangers and prefer to swim away or hide from those they don’t know. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK BITE +1 - 1 PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | GOOD MORALITY | NEUTRAL TRAITS Shy 


FEATS: Athletic, Quick, Small, Survivor, Swimming Speed (4), Unbound, Wild 
SKILLS: Knowledge (Common) +1, Listen +1, Survival (Rivers) +2, Swim +3 


SCORPION (Insect, Advanced) 


HEALTH Type 
ATTACK SHREDDING 


BODY 
AGILITY SCORPION TAIL IMPLAING 


MIND 
WILL 


MAGIC POINTS | 8 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Improved Initiative, Insect, Large, Resistance to Poison (1), Scorpion Tail, Tough Skin, Track, Unbound, Wild 
SKILLS: Knowledge (Common) +2, Listen +2, Search +2, Survival (Desert) +3, Tracking +4 
EQUIPMENT: Cowl, Simple Clothes 


SHARK (Merfolk, Advanced) 


HEALTH Attack Type 
ATTACK BITE SHREDDING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 


ALIGNMENT MORALITY TRAITS 


FEATS: Breath Underwater, Critical Hit (Bite), Impressive Maw, Improved Initiative, Large, Shark Smell, Survivor, Swimming Speed (6), 


Unbound, Wild 
SKILLS: Intimidate +4, Listen +1, Survival (Ocean) +3, Swim +4 


SHARK SMELL: 

SHARK BRINGESS can smell Blood within 500 Squares as long as both her and the bleeding creature are inside the same pool of water. 

As long as the creature still bleeds, SHARK PRINGESS is capable of being aware of his position and can directly spot it as long as it's within 20 
Squares, ignoring any Darkness, Illusion or Invisibility effect. 


SNAKE (Lizardfolk, Competent) 


HEALTH Attack Type 
ATTACK VENOMOUS BITE PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 it. | +4 | | BLOCK/DODGE|  -/+2 | | ARMOR 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Brawler, Darkvision, Improved Initiative, Large, Quick, Snake Coils, Unbound, Venomous Bite, Wild 
SKILLS: Hide +3, Sneak +3, Spot 4+, Survival (Jungle) +3 
EQUIPMENT: Exotic Trinkets 


STYGIAN (Eldritch, Competent) 


HEALTH Attack Type 
ATTACK TENTACLE BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Civilized, Darkvision, Levitate, Noble, Tentacles 
SKILLS: Bluff +3, Intimidate +3, Knowledge (Arcane) +3, Knowledge (Competent) +3, Knowledge (Occultism) +3, Listen +3, Search +3 
EQUIPMENT: Exotic Trinkets 


IKI (Human, Competent) 


HEALTH Attack Type 


ATTACK UNARMED ATTACK BLUDGEONING 
BODY 


AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Exotic Appearance, Thicc 


FEATS: Athletic, Blue Blood, Improved Initiative, Quick, Performer, Religious, Savage, Unbound, Wild 

SKILLS: Climb +2, Jump +3, Knowledge (Common) +2, Knowledge (Nobility) +4, Knowledge (Religion) +2, Listen +2, Perform (Exotic 
Dance) +4, Spot +2, Survival (Island) +3 

EQUIPMENT: Exotic Mask, Exotic Dress 


Some Princesses could have a RIVALRY between them for various reasons: such as SIBLING RIVALRY, OLD GRUDGE, or RACIAL HATRED. 

A RIVALRY usually happens if the Character Rescues a Princess or if he completes a MUEST for her that could damage another one. 
Doing so will prevent the RIVAL PRINCESS from actually being Rescued by the Character since she'll be considered not being 
imprisoned inside a TOWER, but being already saved instead or just safe. 

If the RIVALRY Ends, the Character will be able to obtain the RIVAL PRINCESS as long as the circumstances allow him to do so, for 
example by restoring PEACE between RIVAL PRINCESS without taking a side in the Fight. 


Usually rivalries are structured in EVENTS, QUESTS, or SCENARIOS, which are usually split into 3 Parts. 
If the Character does not manage to complete the RIVALRY before the DRAGON PRINGESS comes, it is considered to have Failed and 
the side he is helping will lose. 


List of Rivalries: 


COLD BLOOD (Racial Hatred) 
Triggered When: ROBOLD BRINEESS of JUNGLE ROBOLD PRINGESS are successfully rescued 


Description: 

Between KOBOLDS and JUNGLE KOBOLDS there is a RACIAL RIVALRY portrayed from ancient times. 

While KOBOLDS affirm to be descendants of DRAGONS, JUNGLE KOBOLDS are absolutely certain that they descend from DINOSAURS and the other KOBOLDS are only 
an impure breed of bastards. When one of the Princesses was imprisoned inside a THWER, the other took advantage of the situation and 
assaulted the other's Kingdom with small war bands and raiders. The Character is able to aid one of the Princesses prevail against her rival by 
completely destroying the opposing reign or by making her abdicate and end this ancient hatred once for all. 


FAMILY GRUDGE (old Grudge) 
Triggered When: HUMAN BRINGESS or HUMAN BRINGESS 2 are successfully rescued 


Description: 

Aruthian the Great was a king which managed to reunite all the different human kingdoms into a powerful one. Still, at his death, his reign was 
divided through his three sons which barely managed to keep it together. While one of the sons was then assassinated and his kingdom fractured 
into various lesser reign which also waged war to each other, the youngest managed to obtain the more large and fertile zone to rule over, while 
the elder was forced to rule in the northern lands, which where more harsh and unforgiving. HUMAN BRINGESS is the grand daughter of the 
youngest King while HUMAN BRINGESS # is the grand daughter of the eldest one, and her people always looked with envy to the fortune their 
cousins had until now. If HUMAN BRINGESS is held captive, her rancorous cousin will plan to march over the souther kingdom to take what was 
her right to rule over, while if HUMAN BRINGESS # was the one held captive, she will think such things was perpetrated by her jealous cousin and 
will plan revenge on her. 


HIVE WARS (Territorial War) 
Triggered When: AIT, BEE or BEETLE BRIMNEESS is successfully Rescued or by GM'S decision. 


Description: 

The HIVE WAR is a war toward the tree major hives of AIT, EEE and BEETLE BRINGESS and is aimed to unite all the HIVES under the ruling of a single 
INSEET QUEEN or to simply destroy all other rival insects who will consume the scarce resources of the territory. Since the forces are at a stall 
point, they will probably seek aid from two other Princesses: BRIDER and SEQRBINN. Unfortunately these two Princesses are already at war 
against each other for unknown reasons and their help could greatly increase the chance of any of the tree major Princesses to prevail. 


WAR OF THE SISTERS (sibling Rivalry) 
Triggered When: DIWARF PRINGESS 1 or 2 are successfully Rescued. 


Description: 

While her sister was imprisoned, the DIWHRF PRINGESS decided to attack the caravans of her sister to weaken her reign and then conquer it so 
the Dwarves will once again live in a reunited Reign. 

If the Character saves BIWARF BRINGESS 1, he must defend the CARAVANS from the Attackers sent by DWARF BRINGESS #, while if the Character 
saves DWHRF BRINGESS #, she will ask him to help her doing so as long as she is returned to her reign. 

While it's up to the Character to decide to accept or not, this could be used to increase the Princesses’ AFFECTION, to MARRY the winner at the end of 
the War, or to try to reunite the two factions and make the sister forgive each other and bring Peace. 


LIST OF GIFTS did OTHER REWARDS 


Rescued Princesses will gift the Character with peculiar Magical ITEMS. 
A GIFT and a QUEST ITEM count as an ACTIVEITEM, unless the description says otherwise. 


IDOLS must be crafted, but they require spending both a point of WEALTH and POWER or two of one of them only if the value of one of 
them is at 0. 

If the Princess does not have enough points in both Stats then the IDOL can't be crafted until the requirements are met. 

Some IDOLS can be kept as ACTIVEITEMS, while others only have effects for the CAMPSITE. 

SMALL CAMPSITES can hold a single IDOL, while a MEDIUM can hold 2 and a LARGE can hold up to 3. 


GENERATION 1 


GIFT 1: LION'S PELT 


The Character obtains a +1 when performing Social interactions with SAVAGE, WILD and BEASTFOLK Princesses based on predator 
animals, but suffers a -1 towards BLUE BLOOD, CIVILIZED and NOBLE Princesses. Counts as HEADGEAR. 


GIFT 2: IVORY BREW 
The Character can drink this brew then it must Roll a d6: 


1-3: The Character obtains the EXOTIC APPEARANCE TRAIT and his scent changes. This effect lasts for Four Hours. 

4-5: As Above, but also the Character obtains a +1 to his Body Checks for one Hour. 

6: The Character increases his SIZE by 1 and increases his total HEALTH by 3, but if he is wearing any ARMOUR or CLOTHING 
(except Skimpy or Gladiatorial) they will be ripped apart and destroyed. 

Unarmed Attacks and Natural Weapons will match the Character’s Size. 

The Character’s BODY Characteristic will be modified to 3 unless he already has a higher value. 

The effect lasts for 10 Minutes. 


The BREW can be used up to 10 times before depleting. 


QUEST ITEM: BEASTSKIN'S MANTLE 
Once per Day, the Character can transform himself into a DIREBEAST during Combat. 
He will be transformed into a Creature of his same SIZE, and obtains all the following Modifiers: 


HEALTH is increased by 2 

He can increase his ATTACK or AGILITY by 1 

If his WILL is lower than 3, it will be increased by 1. 

His MIND is reduced to 1 

He obtains TOUGH SKIN unless he already has it 

He obtains the NATURAL WEAPON (CLAWS) FEAT, but can attack with both as long as it has the AMBIDEXTERITY FEAT. 
He obtains the CRITICAL HIT (CLAWS) FEAT 

Damages dealt by his Natural Attacks is increased by 1. 


As long as the Character is a DIRE BEAST he is unable to use his EQUIPMENT, which is just absorbed by the magic of the MANTLE. 

If the Character already has NATURAL WEAPONS which are not CLAWS, (like BITE, HORNS, etc.) the DIRE FORM will keep them. 

The Character is no longer able to cast SPELLS as long as he maintains this form, but can still have access to his FEATS or FEATS that 
are not related to his equipment or spell casting. This item count as CLOTHING. 


ANT 


GIFT 1: PHEROMONE CLUSTER 

Once per Hour, this ITEM can generate a Cloud of Aggression Pheromones. 

INSECTS and PLANTS within 5 Squares will increase their Initiative and Movement value by 1 until the Combat Ends, while all other 
Creatures are forced to make a WILL Check or suffer a -1 to their Attack Rolls for 1d3 Combat Rounds. 

Has no effect on CONSTRUCTS, ELDRITCH, ELEMENTALS, SLIMES and UNDEADS. 


GIFT 2: CHITIN SHIELD 
While held, the Character obtains a RESISTANCE TO ACID (4). 
Counts as ENCHANTED MEDIUM SHIELD. 


QUEST ITEM: SHINING EGG 
Used to generate an INSECT HEIR, which will have the same Lifespan of the non-INSECT parent. If consumed by a non-INSECT Creature 


before generating an HEIR, a couple of Twins will be born. Can be used only Once. This item can be sold for 300 Coins, but doing 
so will immediately reduce the ANT BRINEESS" AFFECTION to 0. 


GIFT 1: TOME OF AGRICULTURE 

When this TOME has been read, the Character reduces the cost of hiring FORAGERS by 1 and all the FORAGERS hired from now on will 
have their Positive Upkeep increased by 1. 

Can only be studied by a Character with a MIND value of at least 3. 

Requires two Months to be read entirely. 


GIFT 2: HUNTING LICENCE 
This item allows the Character to promote one of his HUNTERS to MARSHALL HUNTER, which has the authority to hunt down rare animals 
or to access private Hunting Grounds, increasing his positive Upkeep by 3. 


QUEST ITEM: NOBLE HERALDRY 

This item is obtained at the end of a specific MUEST made for finding it. 

The NOBLE HERALDRY will allow the EXUNTR¥SIDE Princess to be recognized as part of nobility, granting her the entire control of her 
ancestors' lands and being able to officially get married and have legitimate HEIRS. 


GIFT: DRACONIC RUBY 

The Character obtains a RESISTANCE TO FIRE (5). 

The Character obtains a +1 when performing Social Interactions with KOBOLDS. 
Counts as NECKLACE. 


QUEST ITEM: CHEST OF GREED 

This CHEST contains a GIFT from a Princess of the current GENERATION which hasn’t been obtained yet, even from Princesses not 
present at all. Is also possible to instead sacrifice a GIFT to obtain a GIFT from past GENERATIONS or from EXPANSION Princesses. 
Can’t be used to obtain GIFTS obtained by others. 

Can be used Only Once. 


GIFT 1: OCTAGONAL AMULET 

Once per Hour, the Character can grow a couple of extra insect-like Claws or four insect-like Legs. 

The Legs will grant the SPIDER LEGS FEAT, while the Claws grants the Natural Weapon (Claws) Feat. 

The Claws have a Reach of 2 and can be used to perform up to Two Attacks by only spending one Action, while receiving a -1 
to Hit. Legs and Arms lasts for 10 Combat Rounds (1 Minute). 

Has no effect if there is any BACKPACK or similar ITEM Equipped, which could block or interfere with the arms. 

Counts as Necklace. 


GIFT 2: ENCHANTED AMETHYST GOSSAMER 

The first two points of Poison Damage the Character suffers during Combat or within 1 Hour, will be reduced to 0. 
When the two points have been successfully reduced, the Character will suffer from Poison Damage as usual. 
Counts as BELT. 


QUEST ITEM: SPIDER HELMET 
The Character obtains the DARKVISION FEAT and obtains a +1 to spot Hidden INSECT and FEY Creatures. 
Counts as METALLIC HELMET. 


GIFT 1: FUNGUS VODKA 

When drank, the drinker becomes immune to MIND EFFECTS and SPELLS with the [MIND] Descriptor, but will also temporarily reduce his 
MIND value to 1 and INITIATIVE to +0. The effect lasts for one Hour. 

This BREW can be used up to 10 times before depleting. 


GIFT 2: GARAZ BRANDY 

When drank, allows a Creature to successfully pass the first two Fear or Terror Checks it has to perform. 
Unfortunately it also inflicts a -1 to any SKILL CHECK based on MIND. 

DWARVES do not suffer such Penalty while for ELVES is doubled. 

The effect lasts for 30 Minutes. 

This BREW can be used up to 10 times before depleting. 


QUEST ITEM: SPELLBREAKER BELT 
During Combat, the Character increases his Characteristics by 1 when trying to resist any SPELL EFFECT. 
Counts as BELT. 


GIFT 1: BLAZINGFORGE SHIELD 
The Character obtains a RESISTANCE TO FIRE (1). 


Once per Combat, the Character can Re-roll a result of 1 when trying to Block Ranged Attacks which cause Fire Damage. 
Counts as a MEDIUM STEEL SHIELD. 


GIFT 2: BOOTS OF STURDY FEET 


The Character obtains a +1 when trying to resist being Knocked Down or Pushed by Large or smaller Creatures. 
Counts as BOOTS. 


QUEST ITEM: IRONBREAKER'S HELMET 
The Character obtains a +1 against Fear and Terror Checks and a +1 against STUN Effects. 
Counts as a STEEL HELMET. 


GHOST 


GIFT 1: DESIRES MIRROR 

Once per Day, the Character can Re-Roll a Failed Check when trying to find HIDDEN TREASURES or HIDDEN PASSAGES, or Re-Roll a result 
for a TREASURE TABLE. If used inside a TOWER or a DUMGEDM, the Character can instead obtain a +1 or a -1 to find anything inside a 
room, such as HIDDEN TREASURES, recover SCROLLS and so on. 

Must be held in one Hand to be used. 


GIFT 2: MOONLIGHT GLASS 

The Character is able to hit ETHEREAL Creatures with non-ENCHANTED melee attacks with a result of 4+ on a d6. 
If under a Full Moon Light, the chance is increased at 2+. 

Must be held in one Hand to be used. 


QUEST ITEM: BRIDE'S VEIL 

Once per Combat, a Female Character can successfully cast the SCARE SPELL on a Creature within 3 Squares. 
Can only be used by Females. 

If worn by a Female UNDEAD she will cause TERROR against DWARVES, ELVES, HALFLINGS, GNOMES and HUMANS. 

Counts as HEADGEAR. 


GIFT 1: GIT STABBA 

This STEEL DAGGER can inflict 1 additional Damage, with a result of 4+ on a d6, when used to attack Creatures from behind. 
The chance is increased at 3+ against GOBLINS. 

The Knife is also considered ENCHANTED to the purpose to hit ETHEREAL DWARVES, ELVES and GOBLINS. 


GIFT 2: POUCH OF MADCAP MUSHROOMS 

When consumed, the Character obtains the same effects of the RAGE FEAT and becomes Immune Fear and Terror for an entire 
Combat, but after that his MIND value is reduced to 1 and his INITIATIVE is reduced to +0 for 1d3 Hours. 

The pouch contains 10 doses of MADCAP MUSHROOMS. 


QUEST ITEM: GOBLIN KING'S CROWN 

The Character can now hire GOBLIN HENCHMEN and WORKERS and certain GOBLINS as COMPANIONS even if he’s not a GOBLIN. 

All GOBLINS within 4 Squares from the CROWN obtain a +1 to the first Fear Check during Combat and can Re-Roll a result of 1 when 
Dodging or Blocking, Once per Combat. 

The Character obtains a +1 when interacting with GOBLINS but suffers a -1 when interacting with DWARVES, ELVES and ORCS. 

GOBLIN Characters wearing the CROWN do not suffer any penalty but still obtain the Bonus 

Counts as HEADGEAR. 


GIFT 1: GOLEM'S MANUAL 
Grants the REPAIRING (CONSTRUCTS) Feat. 
If the Character already has the REPAIRING FEAT, he will always repair one additional Armor Point lost, even if it fails the Roll. 


GIFT 2: CLOCKWORK HEART 

Allows a Creature to become a CONSTRUCT (with all the benefits and limitations) but the process costs 350 Coins and the use of the 
GOLEM'S MANUAL. 

Can be also used on a Character or Princess which has been Slain within 2 days of their death. 

The HEART will only work for 50 years then it will stop. 

The HEART can not be used on ELDRITCH, ELEMENTALS, FEY, PLANTS, SLIMES, or ETHEREAL UNDEADS. 

If used on UNDEADS it also requires the intervention of someone with the NECROMANCER Feat, but the creature will no longer being 
considered an UNDEAD. 


QUEST ITEM: ETERNAL KEY 
Can be used to Activate an AWAKENED MANNEQUIN, which can be used as HEIR, or to recharge a CLOCKWORK HEART. 
Can only be used Once. 


GIFT 1: GOLDEN FEATHER 
Once per Combat, the Character obtains the FLY FEAT for 1d3+1 Combat Rounds. 
Outside of combat it can be held in one Hand to obtain the LEVITATE FEAT for one Minute, Once every 8 Hours. 


GIFT 2: SWAN'S DOWN 
When used, this item reduces the target's AGE by 2d6+4 years, to a minimum of his maturity Age. 
Can be used only Once. 


QUEST ITEM: PHOENIX ASHES 

If the Character is Slain, it will reborn as a HARPY after 2 Years. 

When he is reborn, he will start with no Coins or EQUIPMENT, but will maintain all his FEATS and FEATS. 
The reborn Character will also gain the same benefits as an Heir of HARB¥ Princess. 


GIFT 1: HEIRS COIN 


If used by an HEIR of a previous Character it allows to Re-roll a result of a 1 on a d6, Once per Day. 
This allows the HEIR to Re-roll results which he usually can’t Re-roll, as long as they are on a d6 and not on a d3. 


GIFT 2: POR'K BONE 
When wearing this ITEM, a Female Character can obtain one of the following APPEARANCE TRAITS: 


BUSTY 
EXQUISITE BUTTOCKS 
THICC 


A Male Character can obtain one of the following APPEARANCE TRAITS: 


—  FIRMASS 
— MANLY 


QUEST ITEM: WAR BANNER 

All the ALLIES, COMPANIONS, and HENCHMEN within 6 Squares from the WAR BANNER are able to Re-roll a result of 1 when they try to Dodge 
or Block Once per Combat. 

Does not stack with the effects of a STANDARD BEARER, but it can be given to him, replacing his own STANDARD and increasing the total 
range effect to 8 Squares. 

Must be held in the secondary Hand. 


KNIGHT 


GIFT 1: LOVER'S HANDKERCHIEF 

The Character increases his Characteristics by 1 when trying to resist SPELLS with the [MIND] Descriptor. 

If the Character manages to win a JOUSTING Roll, his result is then increased by 1 for determine if the Defender is Knocked Down 
from his mount. 

This effect can only obtained if the Character is dedicating his victories to a BRINGESS or a BLUEBLOOD or a NOBLE. 


GIFT 2: STEADFAST CREST 


The Character receives a +1 when trying to resist being Knocked Down or to avoid being Grappled by LARGE Creatures. 
Counts as METALLIC HELMET. 


QUEST ITEM: GRANDFATHER'S SWORD 

This STEEL LONG SWORD allows a Character to hit ETHEREAL creatures as if it's ENCHANTED. 

It also allows the Character to obtain the same benefits of the SMITE (EVIL) FEAT Once per Combat when successfully hitting any EVIL 
Creature. The Character can obtain the same benefit again, but when doing so the weapon deals 2 direct Holy Damage to him. 
If the Character already has the SMITE (EVIL) FEAT, he will inflict Holy Damage instead. 

If the Character Dies by auto-dealing Damage to himself this way, he will return as an ANGEL after 20 years with a result of 4+ ona 
d6, obtaining the GOOD and FLY FEAT. 

If the d6 Roll results in a 1 he will turn into a GHOST, obtaining the ETHEREAL, EVIL and UNDEAD FEATS, but will also become a RIVAL. 


GIFT 1: RED CANDLE 

Allows to match the Target's Lifespan with the one of the user. 

Has no effects on CONSTRUCTS, PLANTS and UNDEADS. 

If used on a DRAGON BRINGESS it will simply increase the Character's Lifespan by 15 Years. 

If used on ELDRITCH, ELEMENTALS or FEY it will simply increase the Character's Lifespan by 10 Years. 
Can be lit Only Once until the target Dies. 


GIFT 2: ENCHANTED WARM ORE 
The Character obtains a RESISTANCE T0 COLD (3) for an entire Combat Round, Once per Combat. 


Has the same effects of a regular WARM ORE, but its effects will expire after 2d6+5 Hours instead. 
Counts as NECKLACE. 


QUEST ITEM: GEMSTONE MAP 

The MAP can only be activated by a creature with warm blood. 

The MAP shows the location of a HIDDEN GEM MINE in the GANGA¥ GAUE KINGDOM and allows a QUEST to explore it. 

If the Character successfully completes the MUEST, he will be accepted by the KOBOLD COUNCILLORS and will be able to marry KOEDLD 
BRINGESS according to their ancient tradition. 

Notice that this Item is given to the Character when he accepts the QUEST. 


GIFT 1: GLASS CONCH 

Once per Combat, this item can be used to perform a Ranged Attack that deals 2 Cold Damage. 

The item is considered to have an ATTACK modifier of +3, has a Range of 5, and can Re-Roll a result of 1 obtained while attacking 
ELDRITCH or MERFOLK Creatures, Once per Combat. 

This item must be held in One Hand to be activated. 


GIFT 2: SEAMAN'S PIECE 
The Character can obtain the BREATH UNDERWATER FEAT for 2 Hours. 


This item then requires 2 Hours to recharge again. 
Counts as NECKLACE. 


QUEST ITEM: HUMBLE TRIDENT 

Allows the Character to Re-roll a result of 1 against ELDRITCH creatures Once per Combat if used as a WEAPON. 

Can be used to transform the Target's species (with its consent) into a HUMAN before generating an HEIR, allowing to have a HUMAN 
HEIR with a NON-HUMAN Princess. 

The transformation has no effect on CONSTRUCT, DRAGON, INSECT, PLANT, SLIME or UNDEAD Creatures. 

Counts as a STEEL TRIDENT and as ENCHANTED for the purpose to hit ETHEREAL ELDRITCH Creatures. 


GIFT 1: WONDER POUCH 
This item can be used to store items as if it where a LARGE BACKPACK. 
Counts as POUCH. 


GIFT 2: GROWLING COLLAR 
Once per Combat, can be used to cast the ROAR SPELL. 
Counts as NECKLACE. 


QUEST ITEM: MIRROR MASK 


The Character can take the form of a Creature it has previously slain for 1d3 Minutes, as long as both have the same shape: for 
example a HUMAN can take the form of an ORC or a GNOLL, but can’t become a SPIDER. 

If the Character attacks or casts a hostile spell, the effect will immediately end. 

Creatures who are IMMUNE to MIND SPELLS, those which have the BLIND SIGHT FEAT and BEHOLDERS are immune to the effects of this item and 
will be able to see his true form. Notice is still possible to notice something is wrong with him if he acts weird or similar situations 
(up to the GM to decide). Counts as HEADGEAR. 


GIFT 1: PRIMORDIAL DUST 

This item can be used to temporarily increase the Character's HEALTH by 1. 

If the Character has the TOUGH SKIN FEAT, he will obtain 2 Armour Points instead of only 1 from such FEAT. 
The effect lasts for One Hour or until the Character is KNOCKED UNCONSCIOUS. 

This item can be used up to 10 Times then it will deplete. 


GIFT 2: WAR MANUAL 
The Character can learn a COMBAT FEAT of his choice for free even from one RANK higher than his as long as the requisites are met. 
Can be read only Once. 


QUEST ITEM: HEAD CHOPPA 

This ENCHANTED WAR AXE grants the CRITICAL HIT (WAR AXE) FEAT. If the wielder already has such feat then it allows to Re-roll a result of 1 
when attacking, Once per Combat. The Axe allows to score a Critical Hit with this Weapon with a result of 3+, instead of 6, 
Twice per Day. ELVES which use this WEAPON will suffer 1 DIRECT UNHOLY DAMAGE every time they score a Critical Hit. 


SKELETON 


GIFT 1: SOUL DAGGER 
This ENCHANTED DAGGER deals 1 additional Damage against ETHEREAL creatures. 


GIFT 2: SACRED LOCKET 
Grants a +1 to a single non-Combat related Roll, Once per Day. 
Counts as NECKLACE. 


QUEST ITEM: UNCANNY PAINTING 

When acquired this painting is empty, but when used by his owner, his portrait will appear inside the frame, as if it where painted 
by someone with extremely accurate details. The Character does not suffers penalties from Ageing, maintaining its appearance 
and health to match the moment his PAINTING was made, but the portrait will start to age instead. 

Every 20 years the Character must perform a Counter Will Check, against his own value, or be forced to look at his PAINTING. 

If the Character’s AGE is still within his natural Life Span, the Character will suffer a -1 against FEAR and TERROR CHECKS caused by 
ELDRITCH, FEY and UNDEADS for 1 Year. If the Character’s AGE has exceeded his natural limit, he will immediately crumble into dust. It’s 
not possible to be reborn through the use of other GIFTS, if the Character is slain by the PAINTING. 

Destroying the PAINTING will automatically slain the Character. 


GIFT 1: SACRED RING 
Grants a +1 to a single non-Combat related Roll, Once per Day. 
Counts as a RING. 


GIFT 2: SUPPLE MOSS 

Once per Combat, a Medium-Sized Character can pass over other creatures even if there is no space for him to move, but can 
not move through solid objects unless there are fissures or small holes. 

If the Character is LARGE, he can reduce himself to a Medium size for 5 minutes, but he does not obtains any other benefits except 
for ignoring any bonus or advantage he could had while he had a LARGE size. 

Count as BOOTS. 


QUEST ITEM: LIFE PEARL 

Can be used to increase the MIND value of a Creature from 0 to 1. 

Notice that the PEARL must be placed inside the target somehow, but it doesn’t count as WIELD ITEM. 
If the PEARL is destroyed while inside a Creature it will also cause the Creature’s death. 


GIFT 1: SUN DIAMOND 
This item grants a RESISTANCE TO FIRE (2), Once per Combat. 
Counts as RING. 


GIFT 2: SHADE BRACELET 

Once per Day, this item can generate a number of Illusory Copies of the wearer equal to the wearer's WILL value within 4 
Squares, which will obey to his thoughts. 

An illusion has the same Stats of the Character which generates them and can attack any enemy as usual even if they deal no 
damage, but even so the ENEMIES are considered engaged in combat. 


Enemies need to pass a MIND Check to understand that they are actually fighting an Illusion and being able to ignore it. 
The Illusion does not actually occupy any space and everyone which understands that it's an Illusion is able to move through it. 
Has no effect on Creatures with a MIND Characteristic at 0 or Creatures IMMUNE to Mind-effects or with the BLIND SIGHT FEAT. 


An illusion can move up to 10 Squares from the Character, but if it moves further it will then disappear. 


QUEST ITEM: PAIN COLLAR 

Once per Round, the Character can suffer 1 Direct Unholy Damage and be able to deal 1 additional Damage with his next 
Melee Attacks within the same Combat Round. If the Damage is negated, the ITEM has no effect. 

Can only be worn by CORRUPTED Characters. 

Counts as NECKLACE. 


GENERATION 2 


SYMBOL OF THE HEAVENS 

Can be crafted as an IDOL for a CAMPSITE or as a BANNER. 

If used as an IDOL, all the G00D Creatures within 10 Squares receive a +1 to Dodge or Block the first Attack from EVIL Creatures 
per Combat Round. 

If used as a BANNER, all the EVIL Creatures within 2 Squares suffer a -1 to Hit to their Attacks during the First Combat Round they 
move inside such area of effect. 


QUEST ITEM: WORTHY HARP 

Once per Combat, the Character can use this item to grant every ALLY, COMPANION and HENCHMEN within 5 Squares the ability to Re- 
roll a result of 1 on a d6. Has no effect on EVIL Creatures. 

Requires both hands free to be used. 


GIFT: CRYSTAL SALTS 

Once per Combat, the Character can use a handful of CRYSTAL SALTS, when Casting a Spell, which allows to reduce the MP cost by 
1d3 per SPELL RANK (min 1), except for MAGIC USER SPELLS. 

This item can be used up to 15 times before Depleting. 


QUEST ITEM: SYMBOL OF MAGIC 

Can be crafted as an IDOL for a CAMPSITE or as an ACTIVEITEM. 

If used as an IDOL all ALLIES, COMPANIONS and HENCHMEN within 8 Squares, will increase their Characteristics by 1 when trying to resist a 
SPELL, Once per Combat Round. 

If used as an ACTIVEITEM, the Character obtains a +2 to CAST SPELLS with a Casting Value. 


GIFT 1: AMULET OF ANGER 
Once per Day, if the Character is reduced to 0 HEALTH by damage dealt from Attacks or Spells, roll a d6: with a result of 3+ he 
remains with 1 HEALTH instead. 


The Character is then forced to fight the source of such damage. 
Counts as NECKLACE. 


GIFT 2: HELMET OF THE DOOM DUDE 

While worn, the Character obtains a +1 when trying to resist being Knocked Down or Held, as long as he's wearing a HEAVY ARMOUR. 
Once per Day, the Character can also increase his Characteristics by 2 when trying to resist Spells or Magical Effects from 
DEMONS and DEVILS. Can only be used by EVIL Characters. 

Counts as METALLIC HELMET. 


QUEST ITEM: GUT RIPPERS 

Once per Combat, if the Character obtains a CRITICAL HIT or manages to Slay a Creature using this ITEM, his next attack will obtain a 
+1 to Hit. The Character can Re-roll a result of 1 while attacking a HUGE Creature with this item. 

The Roll required to score a CRITICAL HIT against DEMONS and DEVILS is decreased by 1 (So a 6+ becomes a 5+ and so on). 

Counts as a pair of STEEL CAESTUS that can hit ETHEREAL Creatures as if they are ENCHANTED. 

Can only be used by Characters which are CORRUPTED and EVIL. 


GIFT 1: DARK SASH 

Once per Night, the Character can automatically cast the DARKNESS SPELL. 

The Character also obtains the DARKVISION FEAT if it enters the zone of darkness created by this ITEM. 
Can't be used by 6000 Characters. 


Requires one free Hand to be used. 
Counts as CLOAK and HEADGEAR. 


GIFT 2: SILENT BOOTS 

The Character obtains a +1 to SNEAK and can Re-roll a result of 1 when trying to Sneak or during a Sneak Counter Check, Once 
per Hour during Night Time. 

Counts as BOOTS. 


QUEST ITEM: BLACK BLADE 

Once per Night, the Character can automatically score a CRITICAL HIT with this ITEM (if he has such FEAT) as long as he hits its target. 
Can only be used by EVIL Characters. 

Counts as an ENCHANTED DAGGER. 


CAT 


GIFT: SABRE HORN 

Once every 8 Hours, the HORN can be sound, activating a special ability: all the friendly Creatures within 4 Squares will be able to 
Re-roll a result of 1 when performing a FEAR or TERROR Check within 1 Minute. 

Count as ENCHANTED HUNTING HORN. 


QUEST ITEM: SHROUDED CLOAK 
When the Character is Hidden, any opponent suffers a -1 when trying to spot him, unless he is wearing HEAVY ARMORS. 
Counts as CLOAK. 


ECENTAUR 


IDOL OF THE STEED 

If placed in a CAMPSITE, choose up to 1d6+1 Creatures at the beginning of a Combat taking place in the CAMPSITE. 
The chosen Creatures increase their Movement by 2. 

Effect wears off at the end of the Combat. 


QUEST ITEM: SAGITTARIUS’ BOW 

This ENCHANTED LONG BOW requires a BODY value of 3 to be correctly draw. 

Once per Day, the BOW can shoot a True Strike Arrow, which is able to automatically hit a Creature within the Bow's Range as 
long as the Character is able to see it. The Arrow will magically fly and move around obstacles, ignoring any Cover and 
Concealment the target could have. If there is no room for the arrow to move and reach the opponent, this effect can’t be used. 
The effect can also be used while underwater. 


GIFT 1: MORNING PENDANT 

Once per Hour, the Character can obtain a +1 to cast a Spell with a Casting Value, as long as it's morning. 
Spells with the [Light] descriptor obtain a +2 instead. 

Can't be used on Spells with the [Darkness] descriptor. 

Counts as a NECKLACE. 


GIFT 2: BUTTERFLY MASK 

The Character obtains a +1 when performing Social interactions with ELVES, FEY, INSECTS, PEASANT, PURE, PLANT, and WILD creatures. 
Has no effect on DRIDERS, DROWS or EVIL FEY. 

Counts as HEADGEAR but can be worn with the IVY CROWN. 


QUEST ITEM: IVY CROWN 


While worn, the Character increases his Characteristics by 1 when trying to resist Spells or Magical Effects and obtains 10 
additional MP. Against Spells and Magical effects from FEY Creatures, the Characteristics will be increased by 2 Instead. 
Wearing this item will deny the effects of any FEY Princess GIFTS the Character is using. 

If the Character is using more than two GIFTS from FEY Princesses, this ITEM will not work instead. 

Counts as HEADGEAR but can be worn with the BUTTERFLY MASK. 


GIFT: SYMBOL OF THE ICE GODDESS 

The Character obtains RESISTANCE TO COLD (5). 
Can only be worn by RELIGIOUS Characters. 
Counts as NECKLACE. 


QUEST ITEM: TOME OF THE MASTERMIND 

After reading this TOME, the Character can increase his MIND or WILL by 1. 
The selected Characteristic can be increased to 6. 

After being used, the TOME disappears. 


GIFT 1: MOURNING CLOAK 

Once per Day, the Character can successfully cast the FRIGHTEN SPELL. 
Can't be used by 6000 Characters. 

Counts as CLOAK. 


GIFT 2: GHASTLY SADDLE 
This saddle allows the Character to ride a GHASTLY STEED and grants to the Creature the same effects of a HEAVY ARMOUR. 
Can't be used by 6000 Characters. 


QUEST ITEM: NIGHTMARISH CLAIDHEAMH DHA LAMH 

Once per Hour, a Creature struck by this weapon must pass a WILL Check, or suffer a -1 to all his Attacks for the rest of the 
Combat. The effect count as a Curse. The Character can decide when use this effect. 

Counts as an ENCHANTED TWO-HANDED SWORD. 

Can't be used by 6000 Characters. 


GIFT: FEY-WORLD TOTEM 
Must be placed in a CAMPSITE. 
Once per Week, Roll a d6 and consult the following TABLE: 


EFFECT 
The Character suffers the same effects of the HEX SPELL for 1d3 Days 


One of the WORKERS increases his positive Upkeep by 2 


Its harder to find edible fruits and vegetables. FORAGERS halve their positive Upkeep 


Its easier to find edible fruits and vegetables. FORAGERS increase their positive Upkeep by 2 
A pleasant perfume is emitted by the IDOL, but it will attract a BROWN BEAR who will attack the CAMPSITE 


During the next TOWER Exploration, the Character always rolls two additional d6 for COINS found outside Combat 


QUEST ITEM: ZIPPITYTIPPITY'S VERY IMPRESSIVE SWORD OF ABSOLUTE GLORY AND PRIDE 
Counts as an ENCHANTED STILETTO shaped as a Rapier. 
Grants a +1 when trying to impress members of the FEY and UNSEELIE COURT. 


GIFT: MORNING DEW TOTEM 

Can be crafted as an IDOL for a CAMPSITE or as an ACTIVEITEM, but must be placed inside a pool of water. 
If used as an IDOL, all the CAMPSITE'S TENTS receive the WEATHERPROOF Special Rule against Rain. 

If used as an ACTIVEITEM, the Character obtains the AMPHIBIAN FEAT. 


QUEST ITEM: GLADE LILY'S PAD 
Counts as a Bedroll (+) but can also be used as an ENCHANTED BOAT which can carry up to 4 MEDIUM-SIZED Creatures. 
SMALL Creatures counts as half a medium one while a LARGE counts as two. 


GIFT: IDOL OF MARBELLUM 
If placed in a CAMPSITE, MINERS increase their positive Upkeep by 3. 


QUEST ITEM: REFLECTING SHIELD 

Once per Combat, if the Character successfully Blocks a BASIC or APPRENTICE SPELL that deals damage or a BEAMATTACK, it will reflect 
back using the same Attack Modifier, with a result of 4+ on a d6. 

The SHIELD can also protect from the PETRIFYING GAZE of a GORGON. 

Counts as an ENCHANTED MEDIUM SHIELD. 


MERCHANT 


GIFT: IDOL OF HILLACE 


Once per Week, the Character can Re-roll a result of 1 when performing a Counter Bargain Check and any result of a Tie for 
Bargain Checks, will be always considered to be in his favour. 
Counts as NECKLACE. 


QUEST ITEM: BRONZE COIN POUCH 
Once per DUNGEON or TOWER Exploration, the Character adds 2d6+2 to the amount of COINS found from CHESTS, TREASURE CHESTS or 
HIDDEN TREASURES. 


GIFT 1: IDOL OF ZAIUS 

Can only be used by MONKEY BEASTFOLKS. 

The Character can Re-roll a failed MIND CHECK Once per Day. 

The Character can obtain the SLAYER (HUMAN) FEAT Once per Day, for 1 Hour. 


GIFT 2: CESAR’S PRIDE 
Once per Day, all the MONKEY BEASTFOLK within 10 Squares can Re-roll a result of a 1 when performing a Dodge Roll, Once per 
Combat. Counts as an IDOL. 


QUEST ITEM: THE MONKEY PAW 

This MONKEY PAW with four fingers allows the Character to Re-roll a d6, making one of the fingers close. 

If the Character does so, his next successful roll must be Re-rolled too and can not be Re-Rolled again. 

If the Character obtains a 1 on a non Re-Rolled d6, he can count it as if it was a 6 instead, but the next time the Character obtains 
a 6, it will be considered a 1 instead which can not be Re-Rolled. 

Re-Rolling a 1 closes two fingers, and is not possible to do it if there is only one open left. 

When all the Fingers are Closed, the item requires two entire THER Explorations to be used again. 


GIFT: ROARING TOTEM 
If placed in a CAMPSITE, the totem can automatically cast FRIGHTEN against an Enemy within 9 Squares, up to 1d3 times per Combat. 
It also grant a bonus of +1 against TERROR to all the creatures within 4 Squares, Once per Combat. 


QUEST ITEM: BELLY ARMOUR 

Even if this ENCHANTED GLADIATORIAL ARMOUR (MEDIUM) looks like a sort of shield attached to some armour pieces, it perfectly adapts to the 
wearer's belly. The ARMOUR grants its Armour Points on a 2+ versus Physical Damage from attacks coming in front of him. 

Once per Combat, the Character obtains RESISTANCE TO PIERCING DAMAGE (2). 

Can’t be worn by SKINNY or THIN Characters. 


PLANT 


GIFT: TOTEM OF ABUNDANCE 
If placed in a CAMPSITE, FORAGERS increase their positive Upkeep by 2. 


QUEST ITEM: LEAF GLOVES 
As long as the Character is wearing LIGHT ARMORS or CLOTHINGS, he obtains a +1 to Climb any plant large enough to carry his weight. 
Counts as GLOVES. 


GIFT 1: MEDALLION OF THE LOST SEA 

Once per Hour, the Character can automatically pass a single SWIMCHECK he must perform, as long as he is not wearing MEDIUM or 
heavier ARMORS. The Character can also resist an additional Combat Round before start Drowning. 

Counts as NECKLACE. 


GIFT 2: WILDWAVE COMPASS 


Once per Day, the Character can automatically find a Hidden Treasure or a Hidden Passage which could allow to find a 
Treasure. This ITEM does not work if the Character is too far away from the sea, but still works on medium islands. 
Requires both Hands free to be used. 


QUEST ITEM: TIDAL CUTLASS 

Wielding this weapon grants the CRITICAL HIT (CUTLASS) FEAT which will be increased at 5+ against aquatic ELDRITCH Creatures. 
Once per Day the Character can obtain the SLAYER (MERFOLK) FEAT for an entire Combat. 

Counts as a STEEL CUTLASS which can hit ETHEREAL UNDEADS as if it's ENCHANTED. 


QUEST ITEM: OLD ROAD CHARM 

The Character increases his INITIATIVE value by 1 and obtains a Concealment of 5+ during the First Combat Round, which is 
increased to 4+ if caught in an Ambush. 

Counts as NECKLACE. 


WITCH 


GIFT: BUBBLING CAULDRON 

If placed in a CAMPSITE, an Upgraded FOREST WITCH can try to brew a single potion Once per Week. 

The CAULDRON grants her the BREW POTIONS FEAT and also reduces the difficulty of every POTION by 2 (min. 5) but such POTION must be used 
within 3 Days or it will expire. The CAULDRON can still be used by others with the BREW POTIONS FEAT, but they do not obtain any difficulty 
reduction unless they are actual Witches. 


QUEST: BEWITCHING IDOL 

If placed in a CAMPSITE, the Character, his allies, and companions obtain IMMUNITY to FEAR and TERROR Effects while within 8 Squares. 
All MAGIC USERS within 12 Squares can halve the cost of a single SPELL (min 1), as long as it has one of the following Descriptors: 
[Blood Magic], [Curse], [Fear] or [Obscure], Once per Combat. 


GIFT: IDOL OF ROMERO 

The number of reanimated ZOMBIES with a HEALTH value of 2 or less that can be maintained by the Character is increased by 10. 
Once per Combat Round, when a ZOMBIE within 5 Squares is slain, Roll a d6: with a result of 4+ he will raise again, but only 
effects ZOMBIES with a HEALTH value of 2 or less. 

Counts as NECKLACE. 


QUEST ITEM: ROTTEN HEART 

The Character which possess this item can command #0MEIE PRINEESS to do his bidding, as long as she grasps the concept of 
what she is asked to do. All the ZOMBIES controlled by her will never try to attack the Character. 

Can be used to turn another BRINEESS into a new ZOMBIE BRINEGESS if the first is Slain. 

If the HEART is destroyed, the ZOMBIE BRINGESS will be Slain forever, but her soul will be finally free. 

Can’t be used on CONSTRUCTS, ELEMENTALS, PLANTS, SLIMES, STYGIANS and obviously UNDEADS. 


GENERATION 3 


CRYSTAL 


GIFT 1: SAGMIRITE 
The Character reduces the first Damage suffered from a Spell by 1 (min 1), Once per Combat. 


GIFT 2: CRYSTAL BLADE 
This ENCHANTED TWO-HANDED SWORD deals Arcane Damage. 


QUEST ITEM: CRYSTAL SPHERE 


Once per Day, the Character can automatically detect a single Hidden Creature within 10 Squares. 
If there's more than a single Creature Hidden, the CRYSTAL will detect the most dangerous one (up to the GM to decide) 
Has no effect against BOSSES or MIMI-EDS5E5, but the Character will obtain a +1 to Dodge if they attack him while Hidden. 


GIFT 1: WARHOUND'S HORN 


Once per Combat, the HORN can be sound to cause TERROR to all the enemies within 4 Squares. 


GIFT 2: ARMOUR OF THE GUARD DOG 

This ENCHANTED LIGHT ARMOUR can also be used by DMG BRINEESS even if she has no ARMOUR PROFICIENCY. 

Once per Day, when a direct Attack or Spell from a Creature deals damage to a Character protected by DOG BRINEESS, she will 
increase her Movement value by 3 and obtain a +2 to all her Melee Attacks against the source of damage. 


QUEST ITEM: AMULET OF THE GOOD BOY/GIRL 


Once per Combat, the wearer can decide that all the Damage taken by a target who the wearer is in love with, will be then inflict 
to the wearer instead. If the wearer is then Slain in the process, the target will receive a +1 to all its Attacks for the rest of the 
Combat. Can only be worn by Dog-like BEASTFOLK (Wolves counts as Dogs). 

Counts as a NECKLACE. 


GIFT: GREEN-SCALE STONE 
The Character obtains a RESISTANCE TO ACID (5) 
Counts as a NECKLACE 


QUEST ITEM: TOME OF THE WARLORD 

After reading this TOME, the Character can increase his ATTACK or BODY by 1. 
The selected Characteristic can be increased to 6. 

After being used, the TOME disappears. 


GIFT 1: STARSHINE CIRCLET 

The Character obtains a +1 against Fear and Terror Checks. 
Can not be used by CORRUPTED Characters. 

Counts as HEADGEAR. 


GIFT 2: TWINKLE STAR 

The Character causes TERROR to all Creatures within 8 Squares Once per Day. 
ELDRITCH Creatures can be affected by this ITEM even if they are supposed to be IMMUNE. 
Counts as NECKLACE. 


QUEST ITEM: TWILIGHT'S STAR 
The Character obtains a bonus modifier equal to the number of his ALLIES (Yay, FRIENDSHIB) to a number of FEAR or TERROR Checks 


equal to such number, Once per Day. 
Counts as HOLY SYMBOL. 


ELDRITCH 


QUEST ITEM: IDOL OF THE SUNKEN CITY 

Wearing this IDOL reduces the Character's MIND to 1 but it will become immune to FEAR and TERROR. 

The Character can Re-roll a result of 1 when attacking ELDRITCH, FEY and MERFOLK Creatures, Twice per Combat. 
Count as NECKLACE. 


HOLSTAUR 


GIFT 1: GOLDEN BELL 
The Character can use the HEALING HANDS ACT OF FAITH, Once per Day. 


GIFT 2: HEALTHY BELT 
The Character obtains a +1 when trying to resist being Grabbed, Held, Knocked Down, or Pushed. 
Counts as BELT. 


GIFT 1: ITCHY POWDER 

The powder can be cast against a Single Creature within 2 Squares. 

The Creature must pass a WILL Check or suffer a -1 to his Attacks for the entire Combat. 

Can be used Once per Combat. The pouch contains enough dust for 10 uses, then it depletes. 
Has no effect on CONSTRUCTS, ELEMENTALS, PLANTS and UNDEADS. 

Counts as POUCH. 


QUEST ITEM: BLABBERING STONE 

When activated, Casters within 10 Squares must pass a WILL Check when trying to cast a Spell or being forced to spend 6 
additional MP for it. While active, all Creatures within 8 Squares will also suffer a -1 to any LISTEN Check. 

Can be used Once per Day and lasts for 346 Combat Rounds. 


GIFT: IDOL OF IBN FADLAN 

Once per Day the Character can obtain the SLAYER (SAVAGE) FEAT for 1 Hour and can Re-Roll a result of 1 when trying to spot Hidden 
Creatures. 

Can only be used by CIVILIZED Characters. 


QUEST ITEM: WISHING RING 
This RUNIC RING allows one of the following effects: 


Select the result of a single dice rolled, up to a result of a 10. 

Restore the Character's HEALTH completely 

The Character can grow a pair of Wings permanently, obtaining the FLY FEAT 
The Character can Change his ALIGNMENT or MORALITY 

The Character can Change RACE 


Can be used Only Once. 


JESTER 


GIFT 1: ACROBAT'S BOOTS 

The Character obtains a +1 when trying to CLIMB, JUMP or when trying to resist a Push manoeuvre. 
The Character can also cover 1 additional Square when jumping without any penalty. 

Counts as BOOTS. 


GIFT 2: MIGHTIER PEN 

The Character can use the SLAYER (NOBLE) FEAT Once per Combat. 
Can only be used by PLEBEIAN Characters. 

Counts as ENCHANTED DAGGER. 


QUEST ITEM: DOOMSAYER 
The Character can use the DOOM FEAT Once per Combat. 
Can only be used by CORRUPTED and EVIL Characters 


GIFT 1: DANCING SANDS 
The Character obtains the ability to automatically Hide inside a desert environment as long as he is not wearing any ARMOR. 


Even if spotted, it will obtain a Concealment of 4+ if while still inside such a place for the First Combat Round. 
Counts as CLOAK. 


GIFT 2: VENOMOUS SPITE 
The Character can perform a Ranged Attack within 4 Squares that will deal 2 Poison Damage Once per Combat. 


If the target is immune or resistant to Poison, the Ranged Attack will deal Piercing Damage instead. 
Counts as an ENCHANTED STILETTO. 


QUEST ITEM: SNAKESKIN ARMOUR 
The Character is immune to the damage suffered when enveloped by SNAKE COILS, TENTACLES or similar attacks of LARGE or smaller 


Creatures. 
Counts as LIGHT ENCHANTED ARMOUR. 


GIFT 1: DIZZY POWDER 

The powder can be cast against a Single Creature within 2 Squares. 

The Creature must pass a WILL Check or suffer a -1 to Dodge and any Skill Check for the entire Combat. 
Has no effect on CONSTRUCTS, DAWN ELVES, ELEMENTALS and UNDEADS. 

The pouch contain enough powder for 10 uses, then it depletes. 

Counts as POUCH. 


GIFT 2: MOONGLOW DEW 
Drinking this potion grants the DARKVISION FEAT for One Hour. 
The potion contains enough doses for 12 uses, then it will deplete. 


QUEST ITEM: GLOWING GEM 
The GEM allows the Character to successfully cast the DAZZLE SPELL Twice per Combat. 
Also allows the Character to cast the STUN SPELL against INSECTS Once per Day. 


GIFT 1: TINKER'S BELT 
Grants the REPAIRING FEAT, while those who already have it can Re-Roll a result of 1 when trying to Repair something. 
Counts as a BELT. 


GIFT 2: GOLEM'S HANDBOOK 
When Repairing a CONSTRUCT, the Character can repair one additional Armour Point if he obtains a result of 6 on the Check. 
If the additional Armour Point will exceed the original amount of Armour Points, it will be maintained for the successive Combat. 


QUEST ITEM: BRISBY'S MEDALLION 

Once per Day, this item can be activated to emit an aura around the Character with a range of 3 Squares which lasts for 1 Minute 
(10 Combat Rounds). The aura illumination counts as Dim Light. 

Both the Character, ALLIES, COMPANIONS and HENCHMEN inside the aura obtains a +1 to any Fear and Terror Check. 

UNDEADS Creatures inside the aura (when it’s activated), or which move inside while active, suffers the same effects of the TURN UNDEAD 
FEAT even if the duration is increased to 1d3+2 Combat Rounds. UNDEADS based on Rats automatically fail the Check. 

Rat-like Creatures (not Mice) will instead suffer the same effect of a failed Fear Check. 

Has no effect on CONSTRUCTS, ELEMENTALS and PLANTS. Can only be worn by G00D and PURE Characters. 

Counts as NECKLACE. 


RAEEIT 


IDOL OF LORD FRITH: 
If placed in a CAMPSITE, FORAGERS increase their Positive Upkeep by 3. 
RABBIT BEASTFOLK increase their MOVEMENT by 1 while within 8 Squares of the IDOL. 


QUEST ITEM: EL-AHRAIRAH BLESSING 

If the Character is Slain, it will reborn as a RABBIT BEASTFOLK within 2 Years. 

The Character will automatically obtain the following FEATS: IMPROVED INITIATIVE, QUICK, and SMALL without reducing his HEALTH. 
Counts as NECKLACE. 


GIFT 1: TEMPEST SHIELD 
This ENCHANTED MEDIUM SHIELD grants a RESISTANCE TO ELECTRICAL (1) 


GIFT 2: HELMET OF THE BERSERKER 

Once per Day, can use the RAGE FEAT without suffering any penalty. If the Character already has the RAGE FEAT, the duration will be 
increased by 1d3 Combat Rounds. 

Counts as HEADGEAR. 


QUEST ITEM: STORMROGGNER 

This ENCHANTED WARHAMMER deals Electrical Damage and allows the Character to cast the JOLT Spell Twice per Combat which will 
deal 2 Electrical Damage instead of 1 and has a RANGE of 5. The JOLT can use the Character's ATTACK or MIND value, whichever one is 
higher. If the JOLT damage manages to slain a GIANT Creature, the uses of the SPELL will be increased by 1 for the remaining Combat. 


SAT¥R 


GIFT 1: VINO VERITAS 


Drinking a glass of this wine will force a Will Check on the drinker with a +4 Difficulty, where a failure will cause it to say the truth 
for 1 minute. Unfortunately it will be a truth as perceived by the drinker, so it could be subjective. 
Has no effect on CONSTRUCTS, ELEMENTALS, PLANTS and UNDEADS. 


The BOTTLE contains enough doses for being drink 10 times, then it will deplete. 


GIFT 2: FLORUM MANTELLUM 

The Character obtains the ability to automatically Hide inside a zone with a rich presence of plants and/or flowers as long as he is 
not wearing any ARMOR. If spotted while hidden, he will obtain a Concealment of 4+ during the First Combat Round as long as he 
doesn’t move away. 

Counts as CLOAK. 


QUEST ITEM: JUNIPER'S LIGHTNING 
This ARCANE STAFF made of juniper wood allows the Character to cast CHAIN OF LIGHTNINGS Once per Day, obtaining a +2 for the Casting 
Value Roll and increasing it’s range by 10 Squares. If the Character is already able to Cast such SPELL, the bonuses will be applied 
every time the SPELL is Cast. 


GIFT 1: PROTECTIVE ANK 


Once per Day, the Character can obtain a Concealment of 3+ for an entire Combat Round. 
Counts as a NECKLACE. 


GIFT 2: TOME OF ARCANE SECRETS 
Once per Day, the Character can reduce the cost of a Spell he knows to 1d3 MP or halve the cost of an EXPERT Spell. 
Counts as a SPELL TOME. 


QUEST ITEM: HIERATIC KHOPESH 

Once per Day, this weapon can deal an amount of damage equal to the Character's MIND value. 
Can't be used by Characters with a MIND value of 1 or lower. 

Counts as an ENCHANTED KHOPESH. 


GIFT: OMNISCIENT IDOL 
If used by a Character, he can automatically Detect a HIDDEN Creature within 12 Squares Once per Combat, and Ambushing 
Creatures don’t obtain any bonuses against the wielder. 


QUEST ITEM: THE THIRD EYE 
Once per Day the character obtains the BLIND SIGHT (ARCANE) for 1 Hour. 
Count as HEADGEAR. 


GIFT 1: BLUTKRIEGER SWORD 

This ENCHANTED LONG SWORD allows the Character to suffer 1 Direct Damage to obtain the CRITICAL HIT FEAT for One Combat Round. 

If the Character already has such FEAT, it will then reduce the required result by 1 (min 3+) until a successful Critical Hit is scored. 
If the Character is an UNDEAD with a MIND value of 2 or higher, the effect can be used Twice per Combat. 

Can’t be used by G00D Characters. 


GIFT 2: GRIMMNACHT HELMET 

The Character is Immune to TERROR and Spells with the (Fear) Descriptor. 
The Character can obtain the DARKVISION FEAT for 1 Hour, Once per Day. 
Count as HEADGEAR. 


QUEST ITEM: CHALICE OF BLOOD 

Once per Day, when the Character slays a Creature, the CHALICE will fills with some blood. 

When the Character successfully slays 10 Creatures, the Blood from the CHALICE can be drank, allowing to recover up to 1d3+3 
HEALTH lost, but inflicting a -2 to resist MIND-AFFECTING SPELLS and FEATS for 30 Minutes. 

Has no effect when killing CONSTRUCTS, ELDRITCH, ELEMENTALS, PLANTS, SLIMES and UNDEADS. 

Must be held in the secondary Hand. 

Can’t be used by G00D Characters. 


¥ETI 


GIFT: IDOL OF THE GLACIER FIELD 
If placed in a CAMPSITE, all TENTS placed within 15 Squares obtain the WEATHERPROOF Special Rule against Cold Weather. 


QUEST ITEM: ARMOUR OF THE UNREADYETI 

This ENCHANTED HEAVY ARMOUR grants RESISTANCE TO COLD (5) as long as the Character is the last one in the Initiative Order. 

The Character can decide to be set as Last in the Initiative Order from the successive Combat Round by spending 2 Actions. 
The Character will automatically be the Last in the Initiative Order during an Ambush. 


GENERATION 4 


EEETLE 


GIFT 1: GLOWING STONE 

Once per Hour, this item can be activated and become a source of light like a TORCH. 

The stone changes the colour of his glow when within 8 Squares from a vein of gold, iron and silver. 
The light lasts for one Hour. 


GIFT 2: FIREBUG EXTRACT 

Drinking this potion grants the BREATH ATTACK FEAT which deals Fire Damage and has an ATTACK value of 3. 
The effect lasts for 2 Combat Rounds. 

This EXTRACT can be used up to 10 times before depleting. 


QUEST ITEM: HUMBER HULK’S MAW 
When wielding this item, the Character increases the Chances to obtain a Critical Hit with this WEAPON by 1 (max 3+). 
Counts as ENCHANTED BATTLE AXE. 


GIFT 1: BONE HELMET 
The Character can Re-Roll a result of 1 when performing an Intimidate Check, Once per Day. 
Counts as METALLIC HELMET. 


GIFT 2: PATCHWORK ARMOR 
This items grants the wearer a Resistance to Electricity (1). 
Counts as STEEL LIGHT ARMOR even if it’s not made of actual steel. 


QUEST ITEM: NAILER 

Once every 1d3+3 Combat Rounds, a Creature hit by this weapon must perform a BODY Check or reduce it's Movement to 1. 
LARGE Creatures only halves their movement while HUGE or larger only reduce it by 1. 

The Movement Reduction has no effect on LEVITATION and FLY MOVEMENT or similar effects. 

Counts as a STEEL MACE which is considered ENCHANTED for the purpose to hit ETHEREAL Creatures. 


GIFT 1: EYE OF THE TIGER 

Once per Combat, if the wearer is fighting with his Natural Weapons, causes FEAR for 1d3 Combat Rounds. 
The wearer can decide when obtain such effect. 

Using a PAIR OF CAESTUS will still allows to use the effect. 

Counts as BELT. 


GIFT 2: SABRE FANG 
This STEEL SPEAR deals Impaling Damage. 
Is considered ENCHANTED for the purpose of hitting ETHEREAL Creatures. 


QUEST ITEM: MANTLE OF THE DISPLACER BEAST 
Once per Day, the Character can activate this ITEM which will grant him the BLUR Feat for 2d3 Combat Rounds. 
Counts as CLOAK. 


GIFT 1: BEN’S HAMMER 
This ENCHANTED TWO HANDED MAUL requires a BODY value of 4 to be wielded by Medium-sized Creatures, while LARGE or bigger Creatures 
only require a value of 3. The Character can Re-roll a result of a 1 when attacking CONJURED or REANIMATED Creatures. 


GIFT 2: ANCIENT BOX 

Once per Day, this item can be activated to obtain the same effects of the DOOM or JUDGMENT FEAT. 

The ITEM is considered to have a WILL value at 4 for the modifier used for the Magical Attack. 

If used by CORRUPTED CREATURE, the BOX will instead perform a SMITE (CORRUPTED) attack against them, with an Attack Value of +4. 


QUEST ITEM: GOLDEN FLEECE 

Once per Day, when the Character is reduced to 1 HEALTH or less, the Fleece will automatically restore 1d3+2 HEALTH lost. 
The Character obtains a +1 when interacting with CIVILIZED Princesses and when interacting with BEASTFOLKS based on Sheep. 
Counts as CLOAK. 


QUEST ITEM: ARMLETS OF THE HUNTER 

Once per Day, the ARMLETS will grant the SLAYER (X) FEAT to the Character, which can select which type of Creature for every different 
use. If the Character already has the SLAYER FEAT related to the same Creature already, it will be than able to Re-Roll a result of 1 
when Attacking the selected Creature type. 

Counts as GLOVES. 


ELERHANT 


GIFT: IDOL OF IBANESH 

If placed in a CAMPSITE, it can be activated Once per Day to grant to all G00D and/or PURE ALLIES, COMPANIONS and HENCHMEN within 5 Squares the 
IMMUNITY against the first Mind Effect or SPELL with the [MIND] Descriptor. 

The IDOL has also always effect on BEASTFOLK based on Elephants. 


QUEST ITEM: STAR BOW OF NAPTUR 

This ENCHANTED BOW deals Arcane Damage. 

Once per Day, the BOW can double his RANGE if under a Night Sky where stars are visible. 

If used against ELDRITCH Creatures, the BOW allows to Re-roll a result of 1 when performing ranged attacks against them, and will inflict Holy 
Damage instead if the Character is PURE. 

Can’t be used by CORRUPTED Characters. 


GIFT: STONE OF PREMONITION 

Once per Combat, when there are Hidden Creatures or Ambushing Creatures within 5 Squares from the Character, the STONE 
will perform a BEAM ATTACK against them using the Character's WILL value as its Attack Modifier which will deal 2 Arcane Damage. 
If a Creature is hit by the BEAM it will be revealed with a result of a 5+ on a d6. 

The BEAM ignores any Concealment. 


QUEST ITEM: MASK OF THE BEHOLDER 
Once per Day, the Character can reproduce the same effect of the EYE OF THE BEHOLDER FEAT. 


The Character also can Re-Roll a result of 1 when performing a SPOT Check, Once every Two Hours. 
Counts as a METALLIC HELMET. 


GIANT 


GIFT 1: RUNIC STONE 
The Character increases his Characteristics by 1 when trying to resist a Spell Effect. 


GIFT 2: CATCHING STONE 

This item can be used as throwing weapon with a REACH of 8 and it will deal 2 Crushing Damage. 

If by doing so the Character manages to kill a Creature which posses the FLY FEAT or any Creature based on Birds, the STONE will 
immediately bounce against another creature within 4 Squares, using the same result of the first attack. 

The STONE can bounce only once. Requires a BODY value of 4 or higher to be used. 


QUEST ITEM: SEVEN-LEAGUE BOOTS 


While worn, this item increases the Character’s Movement by 1. 
Once per Hour, the Character can automatically cast the ACCELERATE SPELL on himself. 
Counts as BOOTS. 


GIFT: SCREECHING BELT 

Once per Day, the Character can cause FEAR for 1d3 Combat Rounds. 
Against PLEBEIAN Creatures, it causes TERROR instead. 

Counts as BELT. 


QUEST ITEM: HARROWING WHIP 
This ENCHANTED WHIP deals Shredding Damage. 


Once per Combat, when the Character scores a 6 on the d6 used for his Attack, the target Creature will suffer a -1 to his next 
Attack. Has no effect on CONSTRUCS, ELEMENTALS and UNDEADS. 


GIFT 1: BOOK OF TASTY RECIPES 
If used in a CAMPSITE by someone capable of Cooking, all HENCHMEN will reduce their Upkeep Cost by 1. 


GIFT 2: RING OF BRAVERY 


Once every 8 Hours, the Character can obtain a +1 when performing a Fear Check. 
Count as a RING. 


QUEST ITEM: BAG OF HOLDING 

This item allows to store the up to 10 Items or 5 Large Items. 
The items held inside the bag will never increase its total weight. 
Counts as BACKPACK. 


GIFT 1: SHARP TALON 

This STEEL SPEAR has a REACH of 3 and can be held with both CLAWS of a HARPY. 

When used against non Flying or Levitating Creatures, it will increase the chance to deal additional damage by 1 (max 3+) due to the CRITICAL HIT 
FEAT and Damage Type. If used to Attack Flying or Levitating Creatures, allows to Re-roll a result of 1 Once per Combat. 

The effects of the SPEAR can only be obtained while the Character is Flying or Levitating. 


GIFT 2: BOOTS OF LEVITATION 
Once every 6 Hours, the Character can obtain the LEVITATE FEAT for 1 Minute (10 Combat Rounds). 
Counts as BOOTS. 


QUEST ITEM: FEATHER ARMOR 


This LIGHT ARMOR grants 3 Armor Points instead of 2 and is considered as CLOTHING if worn by a Flying Creature, while still granting the Armor 
Points. If worn while Swimming, the Character suffers a -1 to the Skill Check. 
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QUEST ITEM: WIDOW MADE 
Counts as ENCHANTED FUNERAL GOWN for gentlemen. 


M¥ConID 
GIFT: REBREATHER 


Once per Day, the Character can move through any type of gas without suffering any consequence, for 5 minutes. 
While active the Character is then immune to any Miasma, Gas, Pheromones, Spore Cloud or similar effects. 
Counts as HEADGEAR. 


QUEST ITEM: MAGICAL RED MUSHROOM 


When eaten, the Character will immediately grow by one SIZE for 1 Hour (its equipment too). 
Has no effect on HUGE Creatures and also on CONSTRUCTS and UNDEADS. 
Can be used only Once. 


Mm¥STIC 


GIFT 1: RADIANT SYMBOL 
When the Character manages to TURN UNDEADS, the effect will last for 1d3 additional Rounds. 
Counts as HOLY SYMBOL. 


GIFT 2: SYMBOL OF THE DIVINE FURY 
Once per Day, the Character increases the uses of SMITE during Combat by 1. 
Counts as NECKLACE. 


QUEST ITEM: HELMET OF THE ZEALOT 
Once per Day, the Character can automatically hit with a single DOOM or JUDGMENT Attack. 
The Character also increases his Characteristics by 2 when trying to resist SPELLS with the [MIND] Descriptor cast by Creature of 


an opposite faith. 
Counts as HEADGEAR. 


HiGHTMARE 


GIFT 1: HEART OF DARKNESS 

Once per Combat, when a Creature within 4 Squares from the Character fails a FEAR Check, the Character obtains a +1 to his 
next Attack against such Creature during the next Combat Round. 

If the Creature fails a TERROR Check, the Character obtains a +1 to his next 2 Attacks against the same Creature. 


Must be held in one Hand to be used. 
Counts as TOME. 


GIFT 2: BEARER OF SORROW 
This ENCHANTED RAPIER deals Obscure Damage, or Arcane Damage against Creatures which are Resistant or Immune to it. 
Once per Combat, a Creature struck by this weapon must pass a BODY Check or suffer a -1 to his next Attack. 


The Character can decide when to use this effect. 
Has no effect on CONSTRUCTS, ELEMENTALS and UNDEADS. 


QUEST ITEM: MIDNIGHT ARMOUR 
Once per Day, the Character can grow a pair of bat-like wings and obtain the FLY FEAT for 1 Minute (10 combat Rounds). 
Counts as Enchanted HEAVY ARMOUR. 


GIFT 1: FLESH RIPPERS 

When the Character manages to score a Critical Hit with the first attack while using both these Weapons, his next attack lowers 
the result required for a Critical Hit with the same item by 1 (IE: a 6+ is improved to 5+), to a max of a 3+. 

Counts as a pair of ENCHANTED SICKLES. 

Can’t be used by G00D Characters. 


GIFT 2: IRON BOOTS 

When chasing down a Fleeing Creature, the Character increases his Movement value by 1. 
Can’t be used by G00D Characters. 

Counts as BOOTS. 


QUEST ITEM: BLOODY CAP 

While wearing this item, the Character obtains a +1 when performing Social interactions with EVIL Creatures but suffers a -1 when 
with G00D Creatures except when trying to intimidate them. 

Once per Combat, if the wearer manages to Slay a Creature with a Critical Hit, the CAP will restore him 1 HEALTH lost. 

The Creature slain must at least have a HEALTH value of 3 or more. 

Can be used only by EVIL Characters. 

Counts as HEADGEAR. 


GIFT: SYMBOL OF NATURE 

Once per Combat, friendly ANIMALS, FEY and WILD Creatures within 4 Squares from the SYMBOL can Re-roll a result of 1 when trying 
to Dodge incoming Ranged Attacks. Once per Day, the Character can obtain a +1 to a single TRACKING or SURVIVAL (FOREST) Check 
performed while inside a Forest. The bonus is also obtained when traveling through a FEY FOREST. 


QUEST ITEM: TALISMAN OF KINSHIP 

If worn by UMIEGRN BRINGESS she can turn into a HUMAN or back as a UNICORN, Once per Day. 
The wearer obtains RESISTANCE TO ARCANE (2) once per Combat. 

Count as NECKLACE. 


GIFT: TWISTED WAND 
Once every Four Hours, the Character can cast the HEX SPELL. If the Character can already cast such SPELL, the cost is then halved. 
Counts as WAND. 


QUEST ITEM: VEIL OF DARKNESS 

While worn, this ITEM can be lowered to completely cover the Character’s eyes. 

While the VEIL cover his eyes, the Character is considered Blinded, but obtains the BLIND SIGHT (BLOOD) FEAT with a Range of 6 
Squares. While blinded he is also immune to any effect which is based on sight, such as the PETRIFYING GAZE of a MEDUSA. 
Counts as HEADGEAR. 


WEREEEAST 


GIFT: SYMBOL OF THE PACK 
Once per Combat, when the Character manages to hit a Creature with one of his Attacks, all his ALLIES, COMPANIONS and HENCHMEN 
within 4 Squares obtain a +1 to their first Attack performed with a NATURAL WEAPON or Unarmed Attacks. 


QUEST ITEM: BLOOD MOON BLESSING 

Once per Day, the Character can turn into a WERECREATURE for 4 hours. 

When receiving this blessing, the Character must select which type of WERECREATURE he will transform, which can not be changed. 
The BLESSING isn’t really an item so it can not be given to others but can be undone. 
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GENERATION & 


GIFT: MARVELLOUS MIRROR 

This MIRROR made of WHITE SILVER and GOLD was made by ancient master artisans which are now dead, slain by the ivory Dragon to 
ensure his own uniqueness and value will remain unmatched. 

Once per Hour, the MIRROR can be activated to directly speak with the fifth DRAGON PRINGESS for 1 Minute. Must be held in one 
HAND to be activated. 


QUEST ITEM: GORGEOUS STATUE 

This STATUE made with white marble is sculpted to represent the fifth DRAGON PRINGESS and is of exquisite quality. 

DRAGON CULTISTS which follow the fifth DRAGON BRINGESS, within 6 Squares from the statue, can Re-roll a result of 1 when performing 
an Attack, Once per Combat. 


GIFT 1: STONESKIN POTION 
When drank, this POTION grant the same effects of the PROTECTIVE GLYPH SPELL. 
This POTION can be used up to 10 times before depleting. 


GIFT 2: HARDGRIP GLOVES 

While worn, this item grants a +1 to any CLIMB Check performed while Climbing surfaces, buildings and structures made of STONE or 
ROCKS. 

Counts as GLOVES. 


QUEST ITEM: SYMBOL OF STONE 

Once per Day, when this ITEM is Activated, the wearer is automatically PETRIFIED but is kept alive by the magic of the medallion. 
The Character will remain PETRIFIED for 4 Hours then it will return at his normal state. 

While in statue form the Character has a RESISTANCE to Physical and Elemental Damage of 5 except against Crushing and Sonic 
Damage. 

The STATUE has 20 Armour Points (+10 per additional size if is not Medium-sized), but if is destroyed the Character is Slain. 
Count as NECKLACE. 


Gnome 
GIFT: ALCHEMIST'S NOTEBOOK 


The Character obtains a +1 when trying to BREW Common and Uncommon POTIONS. 


QUEST ITEM: WAND OF WONDERS 


This bizarre item can be used Once per Day to generate a random effect. 
Roll 3d6 and consult the following Table. 


Effect 


The Wand Explodes! Everyone within 10 Squares suffers 1d3 Psionic Damages and the wand is gone forever. 


All Creatures within 8 Squares will reduce all their Characteristic values to 1 (except HEALTH or Characteristics at 0). 
Has no effect on BISSES. Lasts for 1d3 Combat Rounds. 


The Character is immediately propelled upward for 2d6 Squares, but will land safely with a result of a 4+ within 3d6 Squares. 
A GM can still decide additional uses, effects, or the direction of where the Character has been propelled. 


Every Creature within 9 Squares must roll a D6: if Odd, the Creature will shrink by one Size, while with Even it will grow by one. 
If Small Creatures obtain an Odd result, they will shrink further, doubling their penalties and being able to attack only if in the same square as their 
opponent. The effect lasts for 1 Minute or 10 Combat Rounds. 


The area within 2d6 Squares from the Character is suddenly filled with bright and shiny colours for 2d3+1 Combat Rounds. 
All Creatures suffer the effects of the DAZZLE SPELL and receive a Concealment of 4+ as long as the effect is active. 


The WAND emits a colourful swarm of gorgeous Butterflies, which will disappear within 2d3 Combat Rounds. 


The wand emits a powerful spray of diamonds in front of the Character, with a Reach of 2d3 Squares. 
All Creatures in a straight line are hit with a result of 4+ on a d6 and will suffer 1d3 Direct Arcane Damage. 
Every Character can perform a SEARCH Check to try to recover 2d3 GEMS worth 2d6 Coins each. 


All Creatures within 5 Squares will swap their lowest Characteristic value with their highest value and vice versa (except HEALTH or 
Characteristics at 0). The effect lasts for 2d3 Minutes. 


The WAND will start emitting colourful lights, jingling sounds, and similar flashy effects for 2d3 Combat Rounds. 


Every Creature within 7 Squares must roll a D6: if Odds, the Creature will be under the effects of the DECELERATE SPELL for 2d3 Combat 
Rounds, while if Evens it will be under the effects of the ACCELERATE SPELL. 


The Character can use the WAND to automatically cast the FIREBALL SPELL once within 5 Minutes. 


The Character summons 1d6 COLOURFUL EQUINES which will aid him as they can, for 1 Minute. 
All the Equines have their Characteristics at 3, while the first 2 have +2 HEALTH, the second pair has the FLY FEAT, and last pair have a 
horn on their forehead which grants them the BEAM ATTACK FEAT. 
All of them are considered SMALL Creatures which do not talk but can understand languages. 
If the Character is a friendly person (or has many FRIENDS), add a +1 to the roll of how many Equines will appear (up to 6) 


The Wand Overcharges! Roll 2 times on this table, Re-rolling any result of 17+ 


The Wand Overcharges! Roll 3 times on this table, only applying results of 3 last (even if they can stack with similar results). 
If this result is obtained again, the WAND will then Explode as described in the result of a 3. 


GOLIATH 


GIFT: STONE DODGER 


Once per Combat, the Character can Re-roll a result of 1 when trying to Dodge items thrown by a GIANT. 
Counts as NECKLACE. 


QUEST ITEM: JOTUNNJAGER 
This ENCHANTED TWO HANDED AXE requires a BODY value of 4 to be used. 


The Character’s chance to score a Critical Hit against AMAZONS and GIANTS is increased by 1, for example a 6+ chance is increased 
at 5+. 


Once per Combat, the Character can also Re-roll a result of 1 when performing an Attack against LARGE or bigger Creatures. 


GIFT 1: IRON WALL 
Once per Combat, the Character can Re-roll a result of 1 when trying to Block an incoming attack with this ITEM. 
Counts as STEEL LARGE SHIELD. 


GIFT 2: SKULL CLEAVER 
This STEEL BATTLE AXE deals Shredding Damage. 


QUEST ITEM: IRON FORTRESS 
Once per Day, the Character can obtain RESISTANCE TO PHYSICAL DAMAGE (1) for an entire Combat Round. 
Counts as ENCHANTED HEAVY ARMOUR. 


GIFT: SCORCHING SWORD 

This ENCHANTED LONG SWORD deals Fire Damage or Arcane Damage against Creatures which are IMMUNE or RESISTANT to Fire. 
Once per Combat, the Character can Re-roll a result of 1 when performing an ATTACK with this SWORD. 

Requires a WILL value of 2 or higher to be used. 


QUEST ITEM: BLAZING CROWN 

While worn, this item grant a +1 when performing Social interactions with DEVILS and DEMONS but inflicts a -1 with ANGELS and FEY 
except for Intimidation. The wearer obtains a RESISTANCE TO FIRE (1). 

Once per Combat, the Character can obtain the BREATH ATTACK FEAT which inflicts Fire Damage. 

Can’t be worn by G00D Characters. 


MERROW 
GIFT: BULBOUS HELM 


While worn, the Character obtains the BREATH UNDERWATER FEAT and has a higher tolerance to water pressure, even if extreme pressures will probably 
still crush him. 
Counts as a HELMET, but grants no Armour Points. 


QUEST ITEM: SERPENT'S HIDE 
This peculiar LIGHT ARMOUR is made with the scales of a Sea Serpent and, while worn, grants the following FEATS as long as the Character is at least 
half submerged in water: BREATH UNDERWATER, SWIM SPEED (5) and RESISTANCE TO COLD (1). 


When the armor is active it will adhere to the Character's body, removing any penalties it could have by swimming with any kind of armor. 
Counts as a STEEL LIGHT ARMOUR. 


GIFT: PARASITIC EYE 

This strange item will attach itself to the nape of the Character and can’t be removed until the Character is Slain. 

Once per Combat, the EYE can perform a single BEAM ATTACK, using the Character’s WILL Characteristic, with a Range of 6 and 
which will deal 1 Psionic Damage. 

The eye is quite horrible to see, while CONSTRUCTS, DEMONS, DEVILS and ELDRITCH won’t mind at all. 


QUEST ITEM: HERALD’S TRUMPET 

A Character can play this instrument with a successful PERFORM (HERALD’S TRUMPET) Check. But doing so will then temporarily reduce 
his MIND Characteristic to 1 or 0 if it was already 1. As long as the Character is playing a song, he can’t move, speak, attack, cast 
spells, block and dodge or it will interrupt the song. Unfortunately, once the song has started, the Character is forced to continue 
playing it, unless he successfully pass a WILL Check. The default song will cause FEAR to all the Creatures, except to ELDRITCH, within 
10 Squares while causing TERROR to those within 4 Squares. 

Once every 1d3+1 Combat Rounds, the TRUMPET will emit a strong noise and all the non-ELDRITCH Creatures within 6 Squares are 
forced to pass a WILL Check or suffer 1d3 Direct Psionic Damage. 

Requires at lest two free Hands (or TENTACLES) to be played. 


GIFT: SNAKE CHARM 

Once per Day the Character obtains a +2 to Cast Spells with the [MIND] Descriptor and can Re-roll a result of 1 when trying to 
BLUFF or PERSUADE someone. 

Counts as NECKLACE. 


QUEST ITEM: CROWN OF THE KING COBRA 

Once per Combat, the Character can perform a VENOMOUS BREATH ATTACK, which deals Poison Damage increased by 1. 

If the Character posses the IMPROVED INITIATIVE FEAT, he can perform an AGILITY Check and interrupt the Turn of another Creature, for 
Free, to perform the VENOMOUS BREATH ATTACK. If the Check is failed he needs to wait for his turn as usual. 

Grants a +1 when performign social interactions with LIZARDFOLK, NOBLES and REPTILES. 

Counts as METALLIC HELMET. 


GIFT: FLOATING DRESS 

This fine DRESS made of a peculiar type of silk made with river plants, allows the wearer to placidly float instead of swimming, but 
the direction is determined by the overall flow of the water he is in. 

If pushed underwater, the Character must Swim to reach the surface, since the dress alone keeps the Character in a fixed position 
without additional interactions, with the obvious consequences. 

Grants a +1 when performing social interactions with MERFOLK. 


QUEST ITEM: LAKE SWORD 

This ENCHANTED LONGSWORD deals Radiant Damage. 

Once per Day, the SWORD can HEAL the wearer of 1 HEALTH lost, as long as he has at least 1 left. 
If the Character is Knocked Out, it obtains an additional +1 to wake up. 

Can only be used by PURE Characters. 


DCTOMERMAID 


GIFT: ABYSSAL HARPOON 

This HARPOON can be used both as POLEARM or as a THROWING WEAPON. 

The harpoon has a peculiar and strong string attached to it, which allows the Character to pull a Medium-Sized or SMALL Creature previously 
struck with the harpoon towards him by spending One Action. 

For doing so, both must roll a d6 and add their BODY value, and if the Character wins he pulls the creature by 1 Square towards him. 

A Creature can free itself with a BODY Check while suffering a -1 to the Roll. 

Has no effect on SLIMES or creatures attached to the ground. 

Counts as a STEEL HARPOON. 


QUEST ITEM: KRAKEN'S MEDALLION 
Once every Four Hours the Character obtains the DARKVISION FEAT for One Hour. 
Once per Combat, the Character can cast the SCARE SPELL with a +1 to the Roll which is increased to +3 if he is at least half 


submerged in water. 
Counts as NECKLACE. 


GIFT: WARM EMBRACE 

This ITEM grants a SWIMMING SPEED of 2 and allows the wearer to swim though Cold Waters without suffering from the temperatures, 
while it doesn’t protect against Freezing Temperatures. 

Counts as CLOAK. 


QUEST ITEM: SONG OF THE SEA 

This powerful artefact, when activated, can calm an enraged SEACREATURE and put it back to slumber in the deeps. 
Can be only sung by G00D and PURE Creatures. 

Can be used only Once every Century. 


GIFT 1: NETTLE BLADE 


Once per Combat, when this weapon manages to damage a Creature’s HEALTH, the Creature will suffer a -1 to one of the 
following Skill Checks: Climb, Concentration, Jump or Swim for 1 Hour. The Character using the weapon decides which one. 
Counts as ENCHANTED DAGGER. 


GIFT 2: INVIGORATING RUNE 
Once per Day, when the Character is Knocked Unconscious, he will automatically Awake with 1 HEALTH when the Combat Ends 
or if is carried to a safe place. 


QUEST ITEM: DAPHNE’S TEARS 

Drinking this BREW will automatically turn the Character into a LAUREL TREE while restoring its HEALTH. 

The Character will remain transformed for 4 Hours then it will return at his normal state. 

The tree has 15 HEALTH and a RESISTANCE to Physical and Elemental Damage of 5 except against Shredding and Sonic Damage. 
If the tree is destroyed the Character is Slain. 

This item can be used up to 6 times before depleting. 


GIFT: GLOBE OF SEARCH 
Once per Hour, the Character can obtain a +1 to a single SEARCH or TRACKING Check. 
Once per Day, the Character can Re-roll a result of 1 when performing a SEARCH or TRACKING Check. 


EEAR 
GIFT: RUNIC WRAPPINGS 


These wrappings can only be used if the Character is wearing nothing or Simple Clothing. 

The wrappings will grant the TOUGH SKINFEAT while worn or it will increase the Armour Points granted by 1 if the Character already has such FEAT. 
Once per Day, when the Character is reduced to half his HEALTH value, the wrappings will automatically restore 1 HEALTH at the start of the next 
Combat Round. 


QUEST ITEM: WARRIOR'S TROPHY 


Once per Combat, if the Character successfully slays a Creature without any help, he will obtain a +1 on his next Attack. 

While facing a MIMI=BDS5 or BOSS, he obtains 1 charge for every successful hit that manages to deal Damage against it. 

A stored charge can be spent to obtain a +1 to a single Attack Roll made by the Character, but the TROPHY can only store up to 4 Charges which 
will lasts for 1d3 Days then will simply discharge. 

Counts as NECKLACE. 


EEE 
GIFT: BUZZING RING 


The Character can hold to the RING when falling down, reducing the distance of the Jump by 3 Squares, but the Character doesn’t require any 
Jump Check. Is still possible to simply Jump Down without activating the RING but is not possible to activate it while already Falling. 

The process is slow and takes 3 Actions to be completed. 

While the RING is active, it will emit a clear and buzzing sound. 

A Free Hand is necessary to hold on the ring. 


QUEST ITEM: SUNSTRIDER FLOWER 


When planted, this item enhances all the surrounding flora, making flowers bigger and colorful and allowing them to carry and produce more 
pollen. During Spring and Summer, a FORAGER can craft an Apiary, allowing him to double his Positive Upkeep thanks to the Honey harvested. 


GIFT: LUCKY CHARM 
Once per Day, the Character can Re-roll a result of 1 on a Skill Check. 


DEMON 
GIFT: BANNER OF THE LEGION 


All DEVILS and DEMONS within 5 Squares are able to Re-roll a result of 1 when trying to Hit during Combat and will receive a +1 to any Roll required 
to resist any FEAR, or TERROR CHECK. 
Counts as a BANNER which can be given to an EVIL STANDARD BEARER which will replace the effects of his own. 


QUEST ITEM: BURNING BLADE 

The BLADE is a BASTARD SWORD which deals Fire Damage, or Arcane Damage against Creatures that are Resistant or Immune to Fire Damage. 
Once per Combat, the BLADE can deal its entire Damage as Direct Damage which will ignore any Armour except for RUNIC ARMORS, but doing so 
will also deal 1 Unholy Direct Damage to the Character. 

Counts as ENCHANTED for the purpose to being able to hit ETHEREAL Creatures. 

Can only be used by EVIL Characters. 


GIFT: PIWAFWI CLOAK 


The Character obtains a 6+ Concealment while moving through squares covered with WEBS. 

The Character can also freely move on and through Squares covered in WEBS without any penalty. 
Once per Day, the PIWAFWI can cover an area of 1d3+1 Squares around the wearer with WEBS. 
Counts as a CLOAK. 


QUEST ITEM: RING OF THE SPIDER GODDESS 

A Female Character can Re-roll a single die Once per Day, but if the new result is a 1 from a previous 1, she will be transformed into a DRIDER 
and will be considered as being CURSED. If transformed into a DRIDER, she can still be used as Character on a result of 4+, but the common folk 
would probably be scared by her, but she will obtain a +1 while performing social interactions with DRIDER PRINCESS. 

The Character also obtains a RESISTANCE TO POISON (2), which has no effect against Poison Damage from inhaling venomous gasses or against BREATH 
ATTACKS based on Poison. If worn by a FEMALE DROW, the first time she obtains a 1 she won't be turned into a DRIDER but will still be CURSED for an entire 
Day, suffering a -1 to any Dice Roll she must perform. 

Can only be worn by EVIL Female Characters. 

Counts as a RING. 


Once per Day the Character obtains a +1 when trying to find any HIDDEN TREASURE or HIDDEN COMPARTMENT which could hide some Coins. 

Once per Day the Character can Re-roll one or more Dice used to determine how many coins it could find, but any result of 1 will cause all the 
Coins will then be eat by the ID0Linstead. 

This Item is CURSED causing the Character to being unable to remove it until the Curse is on, while changing its MORALITY to CORRUPTED and making 
him obsessed with gold. 

Counts as NECKLACE. 


GIFT: GAUNTLET OF THE OVERLORD 

Once per Day, the Character can summon 1d3+1 COMBATANT MINIONS, to fight by his side or to assist him in other tasks. 
The MINIONS follow only the Character's orders and if slain they will simply disappear. 

The Minions counts as HENCHMEN. 

Can only be worn by EVIL Characters. 

Count as GAUNTLET. 


QUEST ITEM: RING OF EVIL 

Once per Combat Round, the Character can use the RING against an ALLY, COMPANION, or HENCHMEN dealing 2 Direct Unholy Damage and 
recovering 1 HEALTH lost. 

If he manages to Slay an ALLY or a BRINGESS with the RING, he will recover all his HEALTH lost. 

Can only be used by EVIL and CORRUPTED Characters. 

Counts as RING. 


GATOR 


GIFT: BELT OF THE BRAWLER 

Once per Day, the Character can Roll two dice when performing any BODY Check related to Hand to Hand Manoeuvres or Skill Checks based 
on BODY, and keep the highest one as result. 

Counts as BELT. 


QUEST ITEM: BAYOU MAULER 


Once per Combat, the Character obtains a RESISTANCE TO PIERCING (1) against the first attack that successfully manages to inflict Piercing Damage to 
him. The item can also be used as a Secondary Weapon, with a penalty of -1 to Hit, which deals 2 Piercing Damages, but can't then be used 
as Shield until the Character's next Turn. 

The SHIELD can't be combined with other FEATS which would increase its Damage, except for the CRITICAL HIT FEAT. 

Counts as a STEEL SHIELD. 


GOAT 


GIFT: CASHMERE ARMOR 
This SIMPLE DRESS grants 1 additional Armor Point as long as the Character isn’t wearing ARMORS, but inflicts a -1 to SWIM Checks. 
The Armor Point can be added to the one granted by the TOUGH SKIN FEAT. 


HARE 
GIFT: JACKRABBIT'S BOOTS 


While worn, the Character increases his Movement by 1. 

If the Character isn't wearing any armor, he can double his movement Once per Day for 1 minute (10 Combat Rounds), but while doing so he 
can't attack or cast any spell. 

Counts as BOOTS. 


QUEST ITEM: AGILITY BELT 

Once per Day, the Character can roll two dice while performing an AGILITY Check or Roll related to any Skill based on Agility and use the one 
with the highest result. 

Counts as BELT. 


IDOL OF XATAQQUA 

If placed in a CAMPSITE, the Character can only hire JUNGLE KOBOLDS as HENCHMEN and Workers and all his previous Henchmen and Workers will leave 
(without need to pay). All the HENCHMEN and WORKERS can still be Sacrificed to the Bloody Deity, with the presence of a JUNGLE KOBOLD PRIEST, which 
will then pay the Character half of their base Cost. 

Once per Combat, JUNGLE KOBOLDS within 10 Squares of the IDOL can Re-roll a result of 1 when performing Attacks of any sort. 

Can't be used by 600D Characters. 


QUEST ITEM: BLOODY MACUAHUITL 


Once per Day, this item can grant the SLAYER (X) FEAT to the wielder, who can also select which creature type the weapon will work on. 


Example: 
The Character selects the Slayer (Elves) Feat, while the following day he selects the Slayer (Beastfolk) Feat. 


If the Character already has the same SLAYER (X) FEAT, he can roll two Dice for a single attack and use the one with the highest result Once per 
Day. 

Can't be used by G00D and/or PURE Characters. 

Counts as an ENCHANTED LONG SWORD or an actual ENCHANTED MACUAHUITL. 


GIFT: RING OF THE GOOD DEED 


The Character can grant the same effects of Praying as described in the ACT OF FAITH FEAT, following the same rules, without being RELIGIOUS. 
If the Character already has the ACT OF FAITH FEAT, he increases the times he can Pray for his allies by 2. 


QUEST ITEM: HEAVEN'S HARP 

Once per Day, the Character can spend Two Actions and play a few notes on the HARP. 

All 6000 Creatures within 5 Squares that are able to hear him will automatically pass their first FEAR or TERROR Check they perform within 2d3 
Combat Rounds. 

Non-EVIL and non-CORRUPTED ALLIES and COMPANIONS/HENCHMEN will only receive a +1 to the Roll. 

The item can also be given to a BARD COMPANION which will also increase the effect to 10 Squares. 

Can be used only by 600D Creatures. 


GIFT: DEMOLISHING CAESTUS 

While worn, these CAESTUS count as One-Handed Weapons instead of Small Weapons and they always increase their Damage against 
CONSTRUCTS by 1 with a result of 6 on the Attack Roll (such chance can be further improved by Feats and Damage Type). 

The CAESTUS are also hard enough to damage hard materials, but they can't instantly break them but rather deal a certain amount of damage or at 


least dent it where other similar weapons would have not much effect, except against such materials who can only be cut, like ropes. 
Counts as a couple of STEEL CAESTUS. 


QUEST ITEM: ARMOUR OF THE JUGGERNAUT 

As long as the Character has moved in a straight line for his full movement value, he can't be Knocked Down or Held by LARGE or smaller 
Creatures until his next turn, but it can't prevent him to being stopped by heavy or particularly solid objects, like walls, large rocks, and such 
unless he manages to smash them. 

Once per Day, he can Roll two dice when performing any BODY Check related to Knocking Down or to resist being Knocked Down, and use 
the one with the highest result. 

Can only be used by Characters with a BODY value of 4. Counts as a STEEL HEAVY ARMOUR. 


Once per Hour, the Character can obtain a +1 when trying to Cast a SPELL with a Casting Value. 
Counts as a RING. 


QUEST ITEM: THE BOOK OF THE DEAD 

This TOME must be kept by the MUMMY BRINGESS. 

If the Character is slain while MUMM¥ BRINGESS has reached a LOVE value of 5 towards him, she will then resurrect him as her mummified Lover. 
The Character will become an UNDEAD, keeping all his equipment and stats, but is considered CURSED. 

He can continue to be used for 10 years, but in the end, both him and MUMM¥ BRINGESS will simply disappear. 

The ritual required to turn the Character into a MUMMY requires a Month for the preparations and then for the ritual to be completed. 

If the CURSE is lifted, the Character will die instantly. 


ORPHAN 
QUEST ITEM: INDECIPHERABLE MAP 


While the map could seems to indicate the spot of an ancient treasure or a powerful relic, it's basically the drawing of a kid made for fun, which 
will lead to nowhere. 


OTTER 


GIFT: STREAM LACES 
The Character obtains a +1 to any SWIM Check he must perform while inside Rivers, Lakes and Ponds. 


Counts as GAUNTLETS. 


SCORPION 
GIFT: RED SANDS 


While worn, the Character doesn't suffer from hot weathers and temperatures, unless in direct contact with fire, lava, or extremely hot surfaces. 
Counts as a CLOAK. 


QUEST ITEM: SWARM SCOURGE 


This SPEAR inflicts Acid Damage, or Arcane Damage against Creatures IMMUNE to Acid Damage. 
This weapons can inflict Necrotic Damage instead if the Character obtains a result of 5+ on a d6. 
Counts as a STEEL SPEAR that can also hit ETHEREAL Creatures as if it's ENCHANTED. 


SHARK 
GIFT: LURKING MENACE 


The Character can Re-roll a result of 1 when trying to hit a Creature which had lost 1 HEALTH during the same Combat. 
If the Character manages to Slays a Creature with a Melee Attack, it will obtain the BLIND SIGHT (BLOOD) FEAT for 1d3+1 Combat Rounds with a 
doubled range for Creatures submerged into water. 


All the effects can be obtained only against creatures with a bloodstream. 
Counts as a NECKLACE. 


QUEST ITEM: SHARKTOOTH BLADE 

This blade grants the CRITICAL HIT (BASTARD SWORD) FEAT, while if the Character already has such FEAT, the chance is increased by 1 (max 3+). 
If the blade is used against any marine Creature, the Critical Hit Chance is further increased by 1 (max 3+). 

Once per Combat, the BLADE can score a Critical Hit with a result of 3+. 

Counts as a STEEL BASTARD SWORD, which can hit ETHEREAL Creatures as if it's ENCHANTED. 


QUEST ITEM: SILVER TONGUE 

While worn, the Character can better negotiate the prices of stuff he buys for himself, reducing the Cost of EQUIPMENT by 2d6 if the base cost is 50 
or higher, 3d6 if 100 or higher, or by 1d6 if lower than 30 (min 5), Once per THWER Exploration. 

He also reduces the cost of hiring HENCHMEN by 5 (min 8). 

The effects are active as long as he keeps the ITEM on for an entire TOWER Exploration. 

Counts as a NECKLACE. 


STYGInN 
GIFT: IDOL OF ZA'TOTH 


Once per Day, the idol can emit a powerful blast wave which deals 1d3 Psionic Damage to any creature within 2d3 Squares. 
The IDOL is Cursed and reduces the Character's MIND value to 1 as long as its worn. 


QUEST ITEM: NECRONOMICON EX MORTIS 

If a Character is stupid enough to give this blasphemous tome to the ST¥GIAN BRINGESS, the Game will End thanks to the fact that she will 
awaken a certain Eldritch God which shouldn't be awoken. 

But this mean that you can also technically defeat the DRAGON QUEEN and be happy about it for few minutes before the universe ends. 


TIKI 


GIFT: CURSED MOJO 

Once per Day, the Character can use this weird stuffed doll which will animate and help him for 1 Hour. 

The M0J0 has the same stats as a PORCUPINE EFFIGY with the following modifiers: it has no HEALTH but has an Armour value of 4, ATTACK and AGILITY are 
increased to 3, and it is no longer an UNDEAD but a CONSTRUCT. 

When the M0J0 is reduced to 0 Armour Points, it will return to being a simple doll but the Creature which has reduced its Armor Point to 0 will 
suffer the effects of the HEX SPELL for 1d3 Days. 


QUEST ITEM: BODYGUARD SPIRIT 

Once per Day, the ancient energies stored inside this strange tribal mask can be used to reduce all the Damage from an incoming SPELL or 
Attack to 1. 

If the Character would have been Slain by such Attack/Spell, the MASK will then break and leave him with 1 HEALTH. 

Has no effect against effects or situations where a Death is inevitable, such as falling from high places, melting into lava, being crushed by huge 
boulders, and such. 

Counts as HEADGEAR but doesn't grant any Armour Point. 


